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ADVERTISEMENT. 



CT*HI S Rook having been entered at Stationers- 
, Hall, according to Acl of Parliament^ wIto- 
ever jhall pre/time to Print or Ve?id a Pirate Edi- 
tion^ Jhall be Profccuted according to Law. 

The Proprietor has already obtained an Injunc- 
tion againfl Nine Perfons for pirating or felling 
pirated Editions. 

No Copies of this Book are genuine^ but what 
*re ftgned by 

Esmond Hoyle 

and 

Thomas Osborne. 






To the READER. 

CT*HE Proprietor of the following Treat ife has 
thought proper to give the Public Notice^ that 

he has reduced the Price of it? that it may not be 
worth any Perfon's while to purchafe the pirated 
Editions y which have been already obtruded on the 
World ; as likewife all thofe Piratical Editions 
are extremely incorrecl 5 and that the Author will 
not undertake to explain any Cafe but in fuch Copies 
as have been Jet forth by himfelf or that are Au- 
thorised as Kevifed and Corretled under hti mn 
Hana\ 
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H E Author of this TreatiTc 
did promife, if it met with 
Approbation, to make an 
Addition to it by way of 

Appendix, which he has 
done accordingly. 
It is neceflary to premifc, that thofe, who 
intend to read this Treatife, are defired to 
perufe the following Calculations \ and they 
need only charge their Memories with thole, 
that are marked with a N. B. upon which 
the whole Reafoning of this Treatife de- 



pends k 
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Calculations, dire&ing with moral 

Certainty, how to play well any Ha?id 
or Game, by /hewing the Chances of 
your Partners having i, 2, or 3 cer- 
tain Cards, 

For Example. 

WOU'D know what is the Chance 
of his having one certain Card. 

A r againft for 

Anfwer. him him 

That he has it not is N. B. 2 to 1 

II. I would know what is the Chance of 
his having two certain Cards ? 

A r againft for 

Anfwer. _ him him 

That he has one of them only* is ' 3 1 to 26 
That he has not both of them, 17 . 2 
But that he has 1 or both is about } 

5 to 4, or N. B. \ 25 32 

III. I would aifb know, what are the 
Chances of his having 3 certain Cards ? 

Anfwer. for againft 

"That he holds one of them on- ilim him 
ly , is 325 for him, to 378 againft > 6 to 7 
Vim, or about ^ 

That he has not 2 of them only, 
is 156 for him, to 547 againft ^ 2 
him, or about 
That' he has not all 3 of them, 

is 22 for him, to 681 againft > 1 3 



him, or abcuc 



Bu 
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for agaiuil 

But that he has i or 2 of them,n feim w» 
is 48 1 for him, to 2 2 2 againft >i 3 6 
him, or about J 

And that he has 1, 2, or all 3 

of them, is about N. B.l 5 2 

^/z Explanation and - Application of the 
Calculations^ necejjdry to be underfiood 
by thofe who are to read this Treatife. 

Firjl Calculation. 

T is 2 to 1 that my Partner has not one 
certain Card. 

To apply this Calculation, let us fuppofc 
the right-hand Adverfary leads a Suit, of 
which you have the King, and one fmall 
Card only, you may obferve that it- is 2 to 
1 by putting on your King, that the left- 
hand Adverfary cannot win it. 

Again, let us fuppofe that you have the 

King, and three fmall Cards of any Suit, 
likewife the Queen, and three fmall Caids 
of any Suit, I would know which is the 
beft Suit to lead from Anfwer, from the 
King, becaufe it is 2 to 1 that the Ace does 
not lye behind you; but it is 5 to 4 that 
the Ace or King of any Suit, Tics behind 
you, and confequently, by leading from 
your Queeivfuir, you play to a Diladvan- 
age . 

B 2 2d. Cal 
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2d. Calculation*. It is 5 to 4 at lead 
that your Partner has i Card out of any 2 
certain Cards the like Odds is in favour 

of your right-hand and left-hand Adverfa- 



ries therefore, fuppofe you have 2 Ho- 
nours in any Suit, and knowing it is 5 to 4 
that your Partner holds one of the other 2 
Honours, you do by this Knowledge, play 
your Game to a greater Degree of Cer- 
tainty. C ; I ; 0. 1^ 

Again, let us fuppofe that you have the 
Queen and 1 final! Card in any Suit only, 
and that your right-hand Adverfary leads 
that Suit, if you put on your Queen, it is 
5 to 4 that your left-hand Adverfary can 
win it, and therefore you play 5 to 4 to 

your Difadvantage. 

2d. Calculation. It is 5 to 2 that 
your Partner has 1 Card out of any 3 cer- 
tain Cards. 

Therefore, fuppofe you have the Knave 
and 1 fmall Card dealt you, and that your 
right-hand Adverfary leads from that Suit, 
if you put on the Knave, it is 5 to 2 that 
your left-hand Adverfary has either Ace, 
King, or Queen of the Suit led, and there- 
fore you play 5 to 2 againft yourfelf ; be- 
fides, there is a further Confideration, by 
making a Difcovery to your right-hand 
Adverfary, he fineflfes upon your Partner 
throughout that whole Suit, ^ : * D 

And 
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And in order to explain the Neceffity 
there is, of putting the ioweft of Sequences 
in all the Suits led, Jet us fuppofe that your 
Adverfary led a Suit, of which you have 

King, Queen, and Knave, or Queen, Knave, 
and Ten •,. by putting on your Knave of the 
Suit of which you have King, Queen, and 
Knave, it gives your Partner an Opportu- 
nity of calculating the Odds for and againft 
him in that Suit, and alfo in all inferior 
Suits of which you have Sequences. 

A farther Ufe to be made of the forego- 
ing Calculation, let us fuppofe, that you 
have the Ace, King, and 2 fmall Trumps, 
with a Quint-major or 5 other winning Cards 
in your Hand in any Suit, and that you 
have played Trumps two Rounds, and that 
each Perfon followed Trumps 5 in this 
Cafe, there are 8 Trumps out, and 2 Trumps 
remaining in your Hand, which make 10, 
and 3 Trumps which are divided between 
the remaining 3 Players, of which 3 Trumps 
the Odds is 5 to 2 in your Favour that 
your Partner has 1 and therefore out of 
7 Cards in your Hand, you are intitlcd to 
win 5 Tricks, 



B % Som 
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efe c*fc efe ; 3& ?!fe ^fe gfe rfe c'fe t£fe> : ffc A c& gfe rife 

Stf/w Computations for laying of 

your Money at the Game of Whist. 

With the Deal. 

The Deal - is 21 to 20 

1 Love - - 11 10 

5 4 
- 3 2 

7 4 



2 

4 



5 is 2 to 1 of the Game, and ? ^ 

1 of the Lurch • 



6 

7 
8 



5 2 

7 2 
5 1 



9 is about - - 9 2 



2 to 

3 
4 

5 
6 

7 
8 

9 



With the Deal. 

is 9 8 

- 9 7 

9 6 

- 9 5 

9 4 

3 1 

9 2 

is about - 4 1 



With the Deal. 



3 to 2 - is 8 to 7 



4 2 - 4 
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5 2 8 
62 



5 

2 1 



3 



7 2 8 

8 a . " 4 i 

9 2 is about . „ j 



2 




With the Deal. 

4 w 3 - - is 7 to 6 

5 3- - 75 

73 " " - 7 4 

8 



6 



3 



3 



3. , 7 2 

9 3 is about - 3 f 

With the Deal. 

I t0 4 " is 6 to 5 



4 6 



7 4 

8 4 . 

9 4 is about 



4 



2 1 

3 1 

5 2 



6 to 5 

7 5 

9 5 is about 



With the Deal. 



is 5 to 4 

5 3 

5 2 

2 i 



With the Deal. 



9 6 is about - 7 a 

B 4 / ♦ 
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With the Deal. 

8 to 7 is above - 3 to 2 

9 to 7 is about ^ - 1 2 to 8 

8 top, upon the beft Computation made 
at prefent, is about 3 and a half in the 
Hundred, in favour of 8 with the Deal \ 
againft the Deal, the Odds is ftill, tho* 
fmall, in Favour of 8. 

CHAP. I. 

Some General Rules to be obferved 

by Beginners. 

I. 

4 TI7 HEN you lead, begin with the beft 

▼ V Suit in your Hand ; if^you have a 
Sequence of King, Queen, and Knave, or 

' Queen, Knave, and Ten, they are fure 

Leads, and never fail gaining the Tenace 

to yourfelf or Partner in other Suits ; and 
begin with the higheftof the Sequence, un- 
Jefs you have 5 in Number : In that Cafe 

play the loweft (except in Trumps, when 

you muft always play the higheftj in order 

to get the Ace or King out of your Part- 
ner's or Adversary 's Hand, by which means 

you make Room for your Suit. 

II. 

v If you have 5 of the fmalleft Trumps, 

**and not one good Card in the other Suits, 

trump 
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trump out, which will have this good Cbn- 
iequence ac Jeaft, to make your Partner the 
laft Player, and by that Means gives him 
the Tenace, 

III. 

If you have 2 fmall Trumps only, with 
Ace and King of two other Suits, and a 
Deficiency of the fourth Suit, make as many 
Tricks as you can immediately ; and if 
your Partner refufes either of your Suits* 
do not force him, becaufe that may weaken 
his Game too much. 

IV. 

You need feldom return your Partner's 
Lead, if you have good Suits of your own 
to play, unlefs it be to endeavour to fave or 
win a Game : Whatis meant by good Suits, 
is in cafe you lhall have Sequences of 
King, Queen, and Knave, or Queen, 

Knave and Ten. 

V. 

If you have each 5 Tricks, and you are 
affured of getting 2 Tricks, in your own 
Hand, dp not fail winning them, in Ex- 
pectation of fearing 2 that Deal ; becaufe, if 
you lofe the odd Trick, it makes 2 diffe- 
rence, and you play 2 to 1 againft yourfelf. 

An Exception to the foregoing Rule is, 
when you fee a Probability either of faving 
your Lurch or winning the Game> in either 
of which Cafes you are to rifk the odd Trick. 

B 5 Vj. 
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VI. 



When you have a Probability of winning 
the Game, always rifle a Trick or two, be- 
caufethe Share of the Stake, which your 

Adverfary has by .a new Deal, will amount 

to more than the Point or two which you 

rifk by that Deal. 

The foregoing Cafe refers to Chap. VI. 
Cafe i, 2, 3, 4, 5, 6. 

VII. 

If your Adverfary is 6 or 7 Love, and 
you are to lead, your Bufinefs in that Cafe 

is to rifk a Trick or two, in hopes of put- 
ting your Game upon an Equality there- 
fore, admitting you have the Queen or 
Knave, and 1 other Trump, and no good 
Cards in other Suits, play out your Queen 
-or Knave of Trumps, by which Means you 
will ftrengthen your Partner's Game, if he 
is ftrong in Trumps *, if he is weak,. you do 
him no Injury. 

VIII. 

If you are 4 of the Game, you muft play 

for an odd Trick, becaufe it faves one half 
of the Stake which you play for ; and, in 

order to win the odd Trick, tho 5 you are 

pretty ftrong in Trumps, be cautious how 

*ou trumD out. What is meant bv Strength 



ihould 



Honour and 



IX. 
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IX. 

If you are 9 of the Game, and tho* very 
ftrong in Trumps, if you obferve. your 
Partner to have a Chance of trumping any 
of your Adverfary's Suits ; in that Cafe do 
not trump out, but give him an Opportu- 
nity of trumping thole Suits. If your Game 

is fcored 1, 2, or 3, you muft play the Re- 
verfe ; and alfo at 5, 6, or 7 ; becaufe in 

thefe two laft recited Cafes you play for 
more than 1 Point. 

X. 

If you are laft Player, and find that the 
third Hand cannot put on a good Card jf** 
to his Partner's Lead, admitting you have 
no good Game of your own to play, return 
the Lead upon the- Adverfary, which gives 
your Partner, the Tenace in that Suit, and 
often obliges the Adverfary to change Suits, 
and confequently gains the Tenace in that 

new Suit alfo. 

XL 

If you have Ace, King, and four fmali 
Trumps, begin with a fcnall one \ becaufe 




Wag 



j 1 



a better Trump than the laft Player if fo,^/^] 
you have three Rounds of Trumps j if nor, ; j 
you cannot fetch out all the Trumps. 



XII. 



If you have Ace, King, Knave, and three > \ 



fmal-1 Trumps, begin with the King, and / 

thy* 
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then play the Ace, (except one of the Ad- 
verfaries refufes Trumps) becaufe the Odds 

is in your favour, that the Queen falls. 

XIII. 

If you have King, Queen, and four fmall 
Trumps, begin with a fmall one, becaufe 
the Odds is on your Side that your Partner 
has an Honour. 

XIV. 

* 

If you have King, Queen, Ten and three 
fmall Trumps, begin with the King, be- 
caufe you have a fair Chance that the Knave 
falls in the fecond Round* or you may wait 
to finefs your Ten upon the Return of 
Trumps from your Partner. 

Refers to Chap, VII. Cafe i, 2, 3. 

' XV. 

If you have Queen, Knave, and four 
fmall Trumps, begin with a fmall one be- 
caufe the Odds is in your favour that your 

Partner has an Honour. 

XVI. 

If you have Queen, Knave, Nine, and 
three fmall Trumps, begin with the Queen, 
becaufe you have a fair Chance that the 
Ten falls in the fecond Round - 9 or you may 
wait to finefs j;he Nine. 

Refers to' Chap. VII. Cafe i, 2, 3. 

XVII. 

If you have Knave, Ten, and four fmall 

Trumps, 
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Trumps, begin with a fmall one, for the 

Reafons affigned in N°. 15. 

XVI IL 

If you have Knave, Ten, Eight, and three 

fmall Trumps, begin with the Knave, in 

order to prevent the Nine from making a 

Trick, and the Odds is in your favour that 

the three Honours fall in two Rounds. 

XIX. 

If you have fix Trumps of a lower De- 
nomination, you are to begin with the low- 
eft, unlefs you fliould have Ten, Nine, and. 
Eight, and an Honour turns up againft you.; 
in that Cafe, if you are to play through the 
Honour, begin with the Ten, which obli- 
ges the Adverfary to play his Honour to 
his Difadvantage, or leave it in your Part- 



ner's Option whether he will pafsit or not. 




If you have Ace, King, and three fmall 

Trumps, begin with a Imall one, for the 
Reafons affigned in N°. 15. 

XXI. 

If you have Ace, King, and Knave, ^nd 

two fmall Trumps, begin with the King, 
which, next to a moral Certainty, informs 
your Partner that you have Ace and Knave 
remaining; and, by puting the Lead into 
your Partner's Hand, he plays you a 
Trump, upon which you are to finefs the 
Knave, and no ill Confequence can attend 
fuch Play, except the Queen lies behind 
you fingle. Refers 
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Refers to Chap. VII. Cafe i, 2, 3. 

XXII. 

If you have King, Queen, and three 
fmall Trumps, begin with a fmall one, for 
theaffigned Reafonsin N°. 15. 

XXIII. 

If you have King, Queen, Ten, and two 
fmall Trumps, begin with the King, for 
the Reafons affigned in N°. 21. 

XXIV. 

If you have Queen, Knave, and three 

fmall Trumps, begin with a fmall one, for 

the Reafons affigned in N*. 1 5. 

XXV. 

\ 

If you have Queen, Knave, Nine, and 
two fmall Trumps, begin with the Queen, 
For the Reafons affigned in N°. 16. 

XXVI. 

If you have Knave, Ten, and three fmall 
Trumps, begin with a fmall one, for the 
Reafons affigned in N°. 15. 

XXVII. 

If you have Knave, Ten, Eight, and two 
fmall Trumps, begin with the Knave, be- 
caufe in two Rounds of Trumps it is Odds 
but that the Nine falls or, upon the Re- 
turn of Trumps from your Partner, you 



finefs 



XXVIII. 



- If you have five Trumps of a lower De- 



beft 



the 
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the loweft, unlefs you have a Sequence of 
Ten, Nine, and Eight in that Cafe, be- 
gin with the higheft of the Sequence. 

XXIX. 

If you have Ace, King, and two fmall 
Trumps, begin with a fmall one, for the 
Reafons affigned in N°. 15. 

XXX. 

If you have Ace, King, Knave, and one 

fmall Trump, begin with the. King, for the 

Reafons affigned in No. 2 1 . 

XXXI. 

If you have King, Queen, and two fmall 

Trumps, begin with a fmall one, for the 
Reafons affigned in N°. 1 5, 

XXXII. 

If you have King, Queen, Ten, and one 
fmall Trump, begin with the King, and 
wait for the Return of Trumps from your 
Partner, when you are to finels your Ten, 
in order to win the Knave. 

XXXIII. 

If you have Queen, Knave, Nine, and 
one fmall Trump, begin with the Queen, 
in order to prevent the .Ten from making 
a Trick. 

XXXIV. 

If you have Knave, Ten, and two fmall 

Trumps begin with a fmall one, for the 

Reafons affigned in N°. 15. 

XXXV, 
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XXXV. 

If you have Knave, Ten, Eight, and one 

frnall Trump, begin with the Knave, in or- 
der to prevent the Nine from making a 
Trick. 

XXXVI. 

If you have Ten, Nine, Eight, and one 
fmall Trump, begin with the Ten, which 
leaves it in your Partner's Difcretion, whe- 
ther he wiilpafs or" not. 

XXXVII. 

If you have Ten and three fmall Trumps, 
begin with a fmall one. 

* CHAP, II. 
^Particular Rules to he 

obferved. 
I. 

T F you have Ace, King, and four fmall 
* Trumps, with a good Suit, you muft 
play three Rounds of Trumps, otherwife 
you may have your ftrong Suit trumped* 

II. 

If you have King, Queen, and four fmall 
Trumps, with a good Suit, trump out with 
the King, becaufe when you have the Lead 
again, you will have three Rounds of 



Trumps 



III 
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III. 

If you have King, Queen, Ten, and 

three fmall Trumps, with a good Suit, 
trump out with the King, in Expe&ation 
of the Knave's falling at the fecond Round; 
and do not wait to finefs the Ten, for fear 
your ftrong Suit fhouJd be trumped. 

If you have Queen, Knare, and three 
fmall Trumps, with a good Suit, trump 

out with a fmall one. 



V. 



two fmall Trumps, with a good Suit, 
trump out with the Queen, in Expectation 
of the Ten's falling at the fecond Round; 
and do not wait to finefs the Nine, but 

trump out a fecond time for the Reafons 
affigned in Cafe III. in this Chapter. 

VI. 

If you have Knave, Ten, and three fmall 

Trumps, with a good Suit, trump out with 



a fmall one. 



VII. 



If you have Knave, Ten, Eight and two 
fmall Trumps, with a good Suit, trump 
out with the K nave, in Expectation of the 
Nine's falling at the fecond Round. 

VIII. 



have 



fmall 
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fmall Trump, with a good Suit, trump out 
with the Ten. 

CHAP. II L 

Particular Games, and the Man- 
ner in which they are to be played y 
offer a Learner has made fome Pror 
grefs in the Game. 

P P O S E you are elder Hand, and 
that your Game confiftsof King, Queen, 

~ and Knave, of one Suit, Ace, King, Queen, 
- and two fmall Cards of another Suit, King 
and Queen of the third Suit, and three 
fmall Trumps : Query, How is this Hand 

to be played ? You are to begin with the 

Ace of your beft t Suit (or a Trump) which 
informs your Partner that you have the 

Command of that Suit j but you are not to 
proceed with the King of the fame Suit, 
but you muft play a Trump next ; and if 
you find your Partner has no Strength to 

fupport you in Trumps, and that your Ad- 
versary plays to your weak Suit, viz. the 
King and Queen only, in that Cafe play 
the King of the Suit which belongs to the 
beft Suit ; and if you obferve a Probabi- 
lity of either your Adverfaries being likely 
to trump that Suit, proceed then and play 
the King of the Suit of which you have 

King, Queen, and Knave. If it fhould 
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fo happen, that you Adverfaries do not 
play to your weakeft Suit, in that Cafe, 
tho* apparently your Partner can give you 

no Affiftance in Trumps, purfue yottr 
Scheme of trumping out as often as the 
Lead comes into your Hand : by which 
Means, fuppofing your Partner to have 
bur two Trumps, and that your Adver- 
faries have four each, by three Rounds of 
Trumps, there remain only two Trumps 

againft you. 

IL 

Elder Hand. 
Suppofe you have Ace, King, Queen, 

and one fmall Trump, with a Sequence / w 
from the King of five in another Suit, 
with four other Cards of no Value. Be- 
gin with the Queen of Trumps, and pur- 
fue the Lead with the Ace, which demon- 
ftrates to your Partner that you have the 
King: And as it would be bad Play to 
purfue Trumps the third Round, till you 
have firft gained the Command of your 
great Suit, by (lopping thus, it likewife 
informs your Partner that you have the 
King and one Trump only remaining ; 
becaufe, if you had Ace, King, Queen, 
and two Trumps more, and Trumps went 
round twice, you could receive no Damage 
by playing the King the third Round. 

When 
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When you lead your Sequence, begin with 

the loweft, becaufe if your Partner has the 

Ace, he plays it, which makes room for 
your Suit. And fince you have let your 
Partner into the State of your Game, as 

foon as he has the Lead, if he has a Trump 
or two remaining, he will play Trumps 
to you, whh a moral Certainty that your 
King dears your Adverfaries Hands of all 
their Tramps. 

III. 

Second player. 

Suppofe you have Ace, Kin^ and two 
fmall Trumps, with a Quint-Major of ano- 
ther Suit; in the third Suit you have three 
fmall Cards, and in the fourth Suit one. 
Your Adverfary on your right-hand be- 
gins with playing the Ace of your weak 
Suit, and then proceeds to play the King: 
In that Cafe, do not trump it, but throw 
away a lofing Card, and if he proceeds to 
play the Queen, throw away another lofing 
Card ; and do the like the fourth Time, in 

hopes your Partner may trump it, who will 
in that cafe play a Trump, or will play to 

your ftrong Suit : If Trumps are played, 
go on with them two Rounds, and then 
proceed to play your ftrong Suit, by which 
Means, if there happen to be four Trumps 
in one of Adverfary's Hands, and two 
in the other, which is nearly the Cafe, your 

Partner 
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Partner being inti tied to have three Trumps 
out of the nine, conlequendy there remain 
only fix Trumps between the Adverfaries*, 
your ftrong Suit forces their belt Trumps, 
and you have a Probability of making the 
odd Trick in your own Hand only \ whereas 
if you had trumped one of your Adverfaries 
beft Cards, you had fo weakened your 
Hand, as probably not to make more than 
five Tricks without your Partner's Help. 

IV. 

Suppofe you have Ace, Queen, and three 
fmall Trumps ; Ace, Queen, Ten, and 

Nine of another Suit ; with cwo fmall Cards 
of each of the other Suits : Your Partner 
leads to your Ace, Knave, Ten, and Nine; 
and as this Game requires rather to deceive 
your Adverfaries, than to inform your Part- 
ner, put up the Nine, which naturally leads 

the Adverfary to play Trumps, if he wins 
that Card. As foon as Trumps are played 
to you, return them upon your Adverfary, 
keeping the Command in your own Hand. 
If your Adverfary who led Trumps to you, 
puts up a Trump which your Partner can- 
not* win, if he has no good Suit of his own 
to play, he will return your Partner's Lead, 
imagining that Suit lies between his Partner 
and yours ; if this Irinefs of yours fhould 
fucceed, you will be a great Gainer by it, 



but fcarcely poffible to be a Lofer. 
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V. 

Suppofe you have Ace, King, and three 
fmall Trumps, with a Quart from a King, 
and two fmall Cards of another Suit, and 
one fmall Card to each of the other Suits; 
your Adverfary leads a Suit of which your 
Partner has a Quart- Major ; your Part- 
ner puts up the Knave, and then proceeds 
to play the Ace : You refufe to that Suit 
by playing your loofe Card ; when youi 
* Partner plays the King, your Right-hanc 
Adverfary trumps it, fuppofe with th( 
Knave or Ten, do not over-trump him 
which may probably lofe you two or threi 
Tricks by weakning of your Hand : Bu 
if he leads to the Suit of which you havi 
none, trump it, and then play the lOweft o 

your Sequence, in order to get the Ac 
either out of your Paitner'sor Adverfarie 
Hand ; which accompliQied, as foon a 
you get the Lead, play two Rounds o 
Trumps, and then proceed to play you 
ftrong Suit. Inftead of your Advenfaric 
playing to your weak Suit, if hefhDuld pla 
Trumps, do you go on with them tw 
Rounds, and then proceed to get the Con: 
mand of your ftrong Suit. But you wi 

feldomfind this laft Method prattifed, e> 
cept by moderate Players. 

CHAI 
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CHAP. IV. 

Games to be played with certain Obfer- 
vatiom whereby you are ajfured that 
your Partner has no more of the Suit 
played either by your/elf or him. 

I. Firjl Example. 

C UPPOSE you lead from Queen, Ten, j 
43 Nine, and twofmall Cards of any Suit; 7 

the fecond Hand puts on the Knave, your 
Partner plays the Eight ; in this Cafe, you 

having Queen, Ten, and Nine, it is a De- 
monftration, if he plays well, that he can 
have no more of that Suit. Therefore, by 
that Difcovery, you may play your Game 
accordingly, either by forcing him to trump 
that Suit if you are itrong in Trumps, or 
by playing fome other Suit. 

II. Second Example. 

Suppofe you have King, Queen, and Ten 
of a Suit, and you lead your King, your f 
Partner plays the Knave, this demonftrates 

he has no more ot that Suit, 

III. Third Example, which varies from 

the two former. 

Suppofe you have King, Queen, and 
many more of a Suit, and you begin with 

the 
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the King, infome Cafes it is good Play k 
a Partner, when he has the Ace and one 
fmall Card in that Suit only, to win his 
Partner's King with his Ace for fuppofc 
he is very ftrong in Trumps, by taking his 
Partner's King with the Ace, he trumps 
out, and after he has cleared the Board of 
Trumps, he returns his Partner's Lead and 
having parted with the Ace of that Suit, 
he has made room for his Partner to make 
that whole Suit, which poffibly could not 
have been done if he had kept the Com- 
mand in his Hand. 

And fuppofing his Partner has no other 
good Card in his Hand befides that Suit, 
he iofes nothing by the Ace's taking of his 
King; but if it fhould fo happen that he 

has a good Card to bring in that Suit, he 

gains all the Tricks which he makes in that 
Suit, by this Method of Play ; and as your 
Partner-has taken your King with the Ace, 
and trumps out upon it-, you have Reafon 
to judge he has one of that Suit to return 
you, therefore do not throw away any of 

that Suit, even to keep a King or Queen 
guarded. 

CHAP, 
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CHAP. V. 

particular Games both to endeavour to 
deceive and diftrefs your Adverfaries* 
and to demon/irate your Game to your 
Partner. 

I. Firjl Example. 

CUP POS E I play the Acc of a Suit 
^ of which I have Ace, King, and three 
fmall ones ; the laft Player does not chufe 
0 trump it, having none of the Suit ; if I 
m not ftrong enough in Trumps, I muft 

ot play out the King, but keep the Com- 

nand of that Suit in my Hand by playing 
f a fmall one, which I muft do in order 
0 weaken his Game. 

II. Second Example. 

If a Suit is led of which I have none, and 
moral Certainty that my Partner has not 
he beft of that Suit, in order to deceive 

he Adverfary I throw away my ftrong 
uit; but to clear up Doubts to my Partn- 
er, when he has the Lead I throw away 
by weak Suit. This Method of Play will 
generally lucceed, unlefs you play with 
rery good Players, and even with them, 
'ou will oftner gain than lofe by this Me- 

hod of Play. 

C CHAP, 
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CHAP. VlV 

Particular Games A? be play cd^ by whid 
you run the Rijk of loftng one xria 
only to gain three. 

L iv'j/? Example. 
CUPPOSE Clubs to be Trumps, 

Heart is played by your Adverfary 
your Partner having none of that Suil 
•throws away a Spade ; you are then t 
judge his Hand is compoftd of Trumps ani 
Diamonds*, and fuppofe you win tha 

Trick, and being roo weak in Trumps, yo 
dare not force him ; and fuppofe you fha 
have King, Knave, and one fmal! Dia 
mond ; and further fuppofe your Partm 
to have Queen and five Diamonds ; in thi 
Cafe, by throwing out your King in yoi 
firft Lead, and your Knave in your feconc 
your Partner and you may win five Tricl 
in that Suit ; whereas if you had led 
imall Diamond, and your Partner's Quee 
having been won with the Ace, the Kin 
and Knave remaining in your Hand, ot 
ftruccs his Suit : And tho* he may ha\ 
the long Trump, yet, by playing a fms 
Diamond, and his long Trump havin 
been forced out of his Hand, you lofe t 
this Method of Play three Tricks in th 

Deal. 

I 
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II. Second Example. 

Suppofe, in "the like Ca(g of die former, 
you fhould have Queen, Ten, and one 
fmall Card in your Partner's ftrong Suit*, 

which is to be difcovered by the former 
Example ; and fuppofe your Partner to 
have Knave and five fmall Cards in his 
ftrong Suit ; you having the Lead are to 
play your Queen, and when you play a- 
gain you are to play your Ten •> and fup- 
pofe him to have the long Trump, by 
this Method he makes four Tricks in 
that Suit, but fhould you play a fmall one in 
that Suit, his Knave being gone, and the 
Queen remaining in your Hand in thcfe- 
•cond Round of playing that Suit, and the 
long Trump being forced out of his Hand, 
the Queen remaining in your Hand ob- 
ftrufts.the Suir, by which Method of Play 
you lofe three Tricks in that Deal. 

III. Third Ex aw fie. 

In the former Examples you have bc-(n 

fuppofed to have had the Lcaj, and by 
that Means have had an Opportunity of 
throwing out the belt Cards in your Hand 
of your Partner's ftrong Suit, in order to 
make room for the whole Suit, we will 
now fuppofe your Partner is to lead^ and 
in the Courfe of Play, it appe rs to you 

that your Partner has one gr at ?uit fu f -- 
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pofe, Ace, King, and four fmall ones, and 
that you have Queen, Ten, Nine, and a 
very fmall one of that Suit ; when your 
Partner plays the Ace, you are to play the 
Nine ; when he plays the King, you are 
to play the Ten \ by which means you fee, 
in the third Round, you make your Queen, 
and having a fmall one remaining, you do 
not obftruft your Partner's great Suit ; 
whereas if you had kept your Queen and 
Ten, and the Knave have fallen from the 

Adverfaries, you had loft two Tricks in 
that Deal. 

IV* Fourth Example, 

Suppofe in the courfe of Play, as in the 
former Cafe you find your Partner to have 
one great Suk, and that you have King, 
Ten, and a fmall one of that Suit, your 
Partner leads the Ace, in that Cafe play 
your Ten, and in the fecond Round your 
King; this Method is to prevent a Poffibi- 
lity of obftrudting your Partner's great Suit, 

V. Fifth Example. 

Suppofe your Partner has Ace, King, and 
four fmall Cards in his great Suit, and that 
you have Queen, Ten, and a fmall Card 
in that Suit ; when he plays his Ace, dc 
you play your Ten, and when he plays hii 

King, do you play your Queen-, by whicl 

Method 
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Method of Play you only rifkone Trick to 
get four. 

VI. Sixth Example 

We will now iuppofe you to have five 
Cards of your Partner's itrong Suit, viz. 
Queen, Ten, Nine, Eight, and a fmall 
one \ and that your Partner has Ace, King, 
and four fmall ones ; when your Partner 
plays the Ace, do you play your Eight ; 

when he plays the King, do you play your 
$ine j and in the third Round, no body 
having any of that Suit, except your Part- 
ner and you, poceed then to play the 
Queen, and then the Ten *, and having a 

fmall one remaining, and your Partner two, 
you thereby gain a Trick, which you could 

not have done but by playing the hig * 

Cards, and by keeping a fmall one to pla 

to your Partner. 

C H A P. VII. 

Particular Games to be played when 

your Adverfary turns up an Honour 
on your right Hand, with Direc- 
tions how to play when an Honour 
is turned up on your lejt Hand, 

I. Firjl Example. 

OUPPOSE the Knave is turned vap on 

your right Hand, and that you have 

C 3 King, 
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King, Queen and Ten, in order to win the 
Knave, begin to play with your King, by 
which Method of Play, your Partner may 
iuppofe you to have Queen and Ten re- 
maining, efpecially if you have a fecond 
Lead, and that you do not proceed to play 
your Queen. 

II. Second Example '. 

The Knave being turned up as before, 
and that you have Ace, Queen, and Ten, 
by playing of your Queen, it anfwers the 
Irke Purpofe of the former Rule. 

III. Third Example. 

If the Queen is turned up on your right 
Hand, and that you have Ace, King, and 
Knave, by playing your King, it anfwers 
the like Purpofe of the former Rule. 

IV. Fourth Example, 

Suppofe an Honour is turned up on youfr- 

left Hand, and fuppofe you Ihould hold no 
Honour,in that Cafe you are to play Trumps 

through that Honour ; but in Cafe you 
Ihould hold an Honour ( except the Ace) 
you muft be cautious how you play Trumps, 
becaufe, in Cafe your Partner holds no Ho- 
nour, your Adverfary will play your own 
Game upon you. 

CHAP. 
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CHAP. VIII. 

A Case to demonflrate the Danger of 

forcing your Partner. 

CUPPOSE A and B Partners, and that 
^ A has a Quint-major in Trumps, with a 
Quint- major, and three fmall Cards of an- 
other Suit, and that A has the Lead \ and 
Jet us fuppofe the Adverfaries C and D to 
have only five Trumps in either Kand : In 
this Cafe, A having the Lead, wins every 
Trick. 

II. 

Suppofe, on the contrary, C has five 
fmall Trumps, with a Quint-major and 
three fmall Cards of another Suit, and that 
C has the Lead, who forces A to trump 
firft, by which means A wins only five 
Tricks. 

III. 

A Case to demonjirate the Advantage 

by a Saw. 

Suppofe A and B Partners, and that A 
has a Quart-major in Clubs, they being 
Trumps, another Quart-major in Hearts, 
another Quart-major in Diamonds, and the 
Ace of Spades : And let us fuppofe the 
Adverfaries C and D to have the following 

Cards, viz. C has four Trumps, eight 

C % Heajt* 
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ri carts and one Spade \ D has five Trump 
and eight Diamonds ; C being to lead 
plays an Heart, D trumps it ; D plays i 
Diamond, C trumps it ; and thus purfuing 
the Saw, each Partner trumps a Quart-Ma- 
jor of A s, and C being to play at the ninth 
Trick, plays a Spade, which D trumps j 
thus C and D have won the nine firft Tricks, 
and leave A with his Quart-major in 
Trumps only. 

The foregoing Cafe fhews, that when- 
ever you gain the 'Advantage of eftablifliing 

of a Saw, it is your Intereft to embrace it. 

1 

[What follows in this Treatife is the Ad- 
dition prpmifed.] 

CHAR IX. 

Containing Variety of Cases, intermixed 
with Calculations, demonflrating 
when it is proper, at fecond Hand, to 
put up the King, Qiieen, Knave, or 
Ten, with one fmall Card of any Suit, 
&c. 

CUPPOSE you have four fmall Trumps; 
in the three other Suits you have one 

Trick fecure in each of them ; and fuppofe 
your Partner has no Trump, in that Cafe 

the 
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the remaining Nine Trumps mull be di- 
vided between your Adverfaries, fuppofe 
five in one Hand, and four in the other, 
as often as you have the Lead, play 
Trumps ; and fuppofe you fhould have four 
Leads, in that Cafe, you fee your Adver- 
faries make only five Tricks out of nine 
Trumps; whereas if you had fuffered them 
to make their Trumps fingle, they might 
poffibly have made nine Tricks. 

By this Example, you fee the Neceffity 
there is of taking out -two Trumps for one 
upon mod Occafions. 

Yet there is an Exception to the forego- 
ing Rule, becaufe if you find in the courfe 
of Play that your Adverfaries are very 
ftrong in any particular Suit, and that your 
Partner can give you no Afliftance in that 
Suit, in fuch a. Cafe you are to examine 
your own, and affo your Adverfaries Scores, 
becaufe by keeping one Trump in your 
Hand to trump fuch Suit, it may be either 
a means to fave or win a Game. 

II. 

Suppofe you have Ace, Queen, and two 
final] Cards of any Suit \ your right hand 
Adverfary leads that Suit ; in that Cafe, do 
not put up your Queen, becaufe it is an 
equal Wager that your Partner has a better 
Card in that Suit than the third Hand; if 
fo ? you have the Command of that Suit. 

C e An 
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0 

An Exception to the foregoing Rule is 
in cafe you want the Lead, then ycu are to 
put up your Queen. 

III. 

Never choofe to lead from King, Knave, 

and one fmall Card in any Suit, becaufeit 
is 2 to i that your Partner has not the Ace, 
and alfo 32 to 25, or about 5 to 4, that he 
has Ace or Queen ; and therefore as you 
have only about 5 to 4, in your Favour, 
and as you muft have four Cards in fome 
other Suit, fuppofe the Ten to be the high- 
eft, legd that Suit, becaufe it is an equal 
Wager that your Partner has a better Card 
in that Suit than the laft Player 5 and if the 
Ace of the firft-mentioned Suit lies behind 
you, which is an equal Wager it fhould fo 
happen, in cafe your Partner has it not, in 
this Cafe, on your Adverfaries leading this 

Suit, you probably make two Tricks in it 



Method 



IV. 



Suppofe in the Courfe of Play it appeals 
to you, that your Partner and you have 



five 



you 



no winning Card in your Hand 
you have Reafon to judge your Partner has 

a thirteenth Card, or ffcrne other winning 

Card in his Hand 5 in that Cafe play a fmall 

Tnamp 5 to put the Lead into his Hand, in 

order 
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order to throw away any iofing Card in 
your Hand, upon fuch thirteenth or ojher 
good Card. 

C H A P. 

Diredions putting up at fecond 
Band, King, ^ueen y Knave, or Ten, 
of any Suit, &c. 

g U P P O S E you 'have the King, and 

one fmall Card of any Suit, and that 
your right-hand Adverfary plays that Suit* 
if he is a good Player do not put up the 
King, unlefs you want the Lead, becaufea 
good Player feldom leads from a Suit of 
which he has the Ace, but keeps it in his 
Hand (after the /Trumps are played out) to 
bring in his ftrong Suit. 

II. 

Suppofe you have a Queen and one 
fmall Card of any Suit, and that your right- 
hand Adverfary leads that Suit; do not put 
on your Queen, becaufe fuppofe the Ad- 
verfary has led from the Ace and Knave, 
in that Cafe, upon the Return of that Suit, 
your Adverfary iineffes the Knave, which 
is generally good Play, efpecially if his 
Partner has played the King, you thereby 
make your .Queen pbut by putting on the 

Queen, it fhews your Adverfary that you 
have no Strength in that Suit, and confe- 
cmcntly puts him upon finefling upon your 
Partner throughout that whole Suit, 

C 6 TW 
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III. 

In the former Examples you have been 

informed when it is thought proper to put 

up the King or Queen atfecond Hand ; you 
are likewife to obferve, in cafe you ftiould 
have the Knave or Ten of any Suit, with 
a fmall Card of the fame Suit, it is gene- 
rally bad Play to put up either of them at 
fecond Hand, becaufe it is five to two that 
the third Hand has either Ace, King, or 
Queen of the Suit led ; it therefore follows, 
that as the Odds againft you is five to two, 
and tho s you fhould fucceed fometimes by 
his Method of Play, yet in the main you 
muft be a Lofer, becaufe it demonftrates to 

your Adverfaries that you are weak in that 
Suit, and confequently they finefs upon your 
Partner througout that whole Suit. 

IV. 

Suppofe you have Ace, King, and three 

fmall Cards of a Suit, your right-hand Ad- 
rerfary leacfc that Suit; upon which you 
play your Ace, and your Partner plays the 
Knave. In cafe you are ftrong in Trumps, 
you are to return a fmall one in that Suit, 
?n order to let your Partner trump it: And 
this Confequence attends fuch Play, viz, 
you keep the Command of that Suit in youi 

own Hand, and at the fame Time, it give.' 
your Partner an Intimation that you an 
ilrong ki Trumps and therefore, he maj 
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play his Game accordingly, either in at- 
tempting to eftablifli a Saw, or by trump- 
ing out to you, if he has either Strength in 

Trumps, or the Command of the other Suits. 

V. 

Siippofe A and B's Game is fcored 6, the 
Adversaries C and D is fcored 7, and that 
9 Cards are played out, of which A and B 
have won 7 Tricks, and fuppofe no Ho- > 
nours are reckoned in that Deal ; in this 
Cafe A and B have won the odd Trick, 
which puts their Game upon an Equality; 
and fuppofe^ to have the Lead, and that 
A has two of the fmalleft Trumps remain- 
ing, with two winning Cards of othe^. 
Suits ; and fuppofe C and D have the two 
beft Trumps between them, with two other 
winning Cards in their Hands, Query , How 
are you to play this Game } It is 1 1 to 3 
that C has not the 2 Trumps; and, likewifc, 
1 1 to 3 that D has them not : The Odds 
being fo much in A's Favour to win the 
whole Stake, it is his Interefi: to play a 
Trump ; for fuppofe the Stake to be 70/. 
depending, A wins the whole Stake, if he 
fucceeds by this Method of play; but fhould 
he play the clofe Game, by forcing CqyD 
to trump firft, he having won the odd Trick 
already, and being fure of winning* two 
more in his own Hand, by this Method his 
Game will be fcored 9 to 7, which is a- 

bout 
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bout 3 to 2, and therefore, J 9 s Share of 
the 70/. will aifcount only to 42/. and, by 
this Method, ^ only fecures jL Profit- 
but in the other Cafe, upon iuppofition 
that A and B have 1 1 to 3 of the Stake de- 
pending^ aforefaid, by playing hisTrnmp, 

he is intitled to 55/. out of the 70/. depend- 
ing. 

The foregoing Cafe being duly attended 
to, may be appiied to the like Purpofe, in 
other Parts of the Game. 

CHAP. XI. 

Seme Directions/^ to play when an 

jlce^ King, or Queen, are turned zip 

on your Right- Hand, &c. 

CUPPOSE the Ace is turned up on 

your Right-hand, and that you have the 
Ten and Nine of Trumps only, with Ace, 
King and Queen of another Suit, and eight 
Cards of no Value, £>uer\\ How muft this 

(Same be played ? Begin with the Ace of 
the Suit of which you have Ace, King, and 
(^ueen, which is an Information to your 
Partner that you have the Command of that 
Suit \ then play your Ten of Trumps, be- 
caufe it is five to two that your Partner ha! 
King, Queen, or Knave of Trumps ; and 
tho* it is about feven to two that your Part- 
ner has not two Honours, yet, fhould he 

chance 
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chance to have them, and they prove to be 
the King and Knave, in that Cafe as your 
Partner will pafs your Ten of Trumps, and 
as it is 13 to 12 againft the laft Player for 
holding the Queen of Trumps, upon fup- 
pofuion your Partner has it not, in that 
Cafe, when your Partner has the Lead, he 
plays to your ftromr Suit, and upon your 
having the Lead, you are to play the Nine 
of Trumps, which puts it in your Partner's 
Power to be almoft certain of winning the 
Queen, if he lies behind it. 

The foregoing Cafe fhews> that turning 
up of art Ace againft you, may be made 
Ids beneficial to your Ad ver fanes, provided 
you play by this Rule. 

If the King or Queen are turned up 
on your Right-hand, the like Method of 

Play may be made ufe of ^ but you are al- 
ways to diftinguifh the Difference of your 
Partner's Capacity, becaufe a good Player 
will make a proper Ufe of fuch Play> but 
a bad one feldom, if ever. 

III. 

Suppofe the Adverfary on your Righfc 
hand leads the King of Trumps, and that 
you fhould have the Ace and four fmall 
Trumps, with a good Suit ; in this Cafe 
it is your lntereft to paft the King; and 
tho* he fhoyld have King, Queen, and 

Knave 
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Knave of Trumps, with one more, if he is 
a moderare Player, he will play the fmall 
one, imagining that his Partner has the Ace \ 
when he plays .the fmall one, you are to 
pafs it, becaufe it is an equal Wager that 
your Partner has a better Trump than the 
laft Player ; if fo, and that he happens to 

be a tolerable Player, he will judge you 
have a good Reafon for this Method oT Play, 
andconfequently, if he has a third Trump 
remaining, he will play it> if not, he will 
play his beft Suit. 

A Critical Case to win an odd Trick. 

Suppofe A and B Partners againft C and 
Z), and fuppofe the Game to be Nine all, 
and fuppofe all the Trumps are played out, 
A being the laft Player, has the Ace and four 
other fmall Cards of a Suit in his Hand, and 
one thirteenth Card remaining B has only 
two fmall Cards of A's Suit-, C has Queen 
and two other fmall Cards of that Suit •, D 
has King, Knave, and i fmall Card of the 
fame Suit. A and B have won 3 Tricks, C 
and D have won 4 Tricks it therefore fol- 
lows, that A is to win 4 Tricks out of the 
fix Cards in his Hand, in order to win the 
Game. C leads this Suit, and D puts up 
the King; A gives him that Trick, D re- 
turns that Suit, A paffes it, and C puts up 

his 
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his Queen : Thus C and D have won fix 
Tricks, and C imagining the Ace of that 

Suit to be in his Partner's Hand, returns it, 
by which means A wins the 4 laft Tricks, 
and confequently the Game. 

V. 

Suppofe you fhould have the King and 
five fmall Trumps, and that your Right- 
hand Adverfary plays the Queen ; in that 
Cife do not put on your King, becaufe it 
is an equal Wager that your Partner has 
the Ace *, and fuppofe your Adverfary 
fhouM have Queen, Knave, Ten, and one 
fmall Trump, it is alfo an equal Wager 
that theAce lies fingle, either in your Ad- 
verfaries Hand or Partner's ; in either of 
which Cafes it is bad Play to put on your 
King ; but if the Queen of Trumps is led, 
and that you fhould happen to have the 
King, with two or three Trumps, it is the 
bed Play to put on the King, becaufe it is 
good PJay to lead from the Queen and one 
fmall Trump only ; and in that Cafe, 
Ihou'd your Partner have the Knave of 
Trumps, and your Left-hand Adverfary 
hold the Ace, your negle&ing to put on 
the King is the Lofs of a Trick. 



C H A P* 
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CHAR XII. 

Imje Ten or Nine being turnd up on your 

Right-hand, &e. 

I. 

U P p O S E the Ten is turned up on 
your Right-hand, and that you fhouM 
ave King, Knave, Nine, aad two fmali 
Trumps, with eight other Cards of no Va- 
lue, 3nd that it is proper for you to lead 
Trumps in that Cafe, begin with the 
Knave, in order to prevent the Ten from 
making of a Trick ; and tho* it is about 

five to four that your Partner hold an Ho- 
nour, yetif thatfhould fail, by finefling your 
Nine on the Return of Trumps from your 
Partner, you have the Ten in your Power. 

II. 

The Nine being turned up on your 
Right-.hand, and that you fhould have 
Knave,Ten, Eight, and two fmall Trumps, 
by leading the Knave it anfwers the like 



of 



III. 



You are to make a wide Difference be- 
tween a Lead of Choke, and a forced Lead 

of your Partner's; becaufe in the firfl: Cafe 

he is fuppofed to lead from his beft Suit, 
and finding you deficient in that Suit, and 
not being ftrong enough in Trumps, and 

not 
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jt daring to force you, he then plays his - 
eX C beft Suit, by which Alteration of Play 
it is next to aDerrionftration that he is weak 
in Trumps but IhouJd he perfevere, by 
laying of his firftLead if he is a good 
layer, you are to judge him ftrong in 
Frutaps. and it is a Direction for you to 
' lay your Game accordingly, 

IV. 

There is nothing more pernicious at the 
ame of Whift, than to change Suits often, 
ecaufe in every new Suit you run the Rifle 
f giving your Adverfary theTenace ; and 
herefore, though you lead from a Suit of 
lich you have the Queen, Ten, and three 
mall ones, and your Partner puts up the 
ine only, in that Cafe, if you/fhould 
appen to be weak in Trumps, and that 
ou have no tolerable Suit to lead from, 
t is your beft Play to purfue the Lead of 
at Suit, by playing your Queen, which 
caves it in your Partner's Option whether 
e will trump it or not, in cafe he has no 
jnore of that Suit; but in your fecond Lead, 
n cafe yoy fhould happen to have the 
^leen or Knave of any other Suit, with 
W Card only of the fame Suit, it would 



Qi 



V Knave of either of thefe Suits, it being 5 
0 2 that your Parner has one Honour at 
"aft in etther of thofe Suits, 
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If you have Ace, King, and one final 
Card of any Suit, with four Trumps ; i; 
your right-hand Adverfary leads that Suit 
pafs it, becaufe it is an equal Wager thai 
your Partner has a better Card in that Suit 
ihan the third Hand ; if fo, you gain a 
Trick by it ; if otherwife, as you have 
four Trumps, you need not fear to lofe by 
Jt, becaufe when Trumps are played, you 
may be fuppofed to have the long Trump, 

CHAP. XIII. 

A Caution not to part with the Com- 
mand of your Adverfaries great Suit, &c, 

I. 

J N Cafe you are weak in Trumps, and 

that it does not appear that your Partner 
1S very ftrong in them, be very cautious 

how you part with the Command of your 

Adverfary's great Suit: For fuppofe your 

Adverfary plays a Suit of which you have 

King, Queen, and one fmall Card only, 

the Adverfary leads the Ace, and, upon 

playing the fame Suit, you play your 

Queen, which makes it almoft certain to 

your Partner that you have the King and 

fuppofe your Partner refufes to that Suit, 

do not play the King, becaufe if the Lead- 
er 
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of that Suit, or his Partner have the 

ong Trump, you rifle the lofing of three 
ricks to get one. 

II. 

Suppofe your Partner has ten Cards re- 
aming in his Hand, and that it appears 
0 you, that they confift of Trumps and 

ne Suit only ; and fuppofe you (hould 
lave King, Ten, and one fmall Card of 

jhis ftrong Suit, with Queen and two fmall 
Trumps v in this Cafe, you are to judge he 
has five Cards of each Suit, and therefore 
you ought to play out the King of his 
ftrong Suit j and if you win that Trick, 
your next beft Play is, to throw out the 
Queen of Trumps ; if that likewife comes 
home, proceed to play Trumps : This Me- 
thod of Play may be made ufe of at any 
Score of the Game, except at 4 and 9. 

III. 

The Trump turned up to be remembered. 

It is fo neceflary that the Trump turned 
ap fliould be known and remembered, 
both by the Dealer and his Partner, that 
we think it proper to obferve, That the 

Dealer fhould always fo place that Card, 
as to be certain of having recourfe to it : 

For, fuppofe it to be only a 5, and that 
the Dealer has two more, viz. the 6 and 
9, if his Partner trumps out with Ace and 

King, 
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King, he ought to play his 6 and 9 ; be- 
cauie, let us fuppcfe your Farmer to have 

Ace, King, and four fmall 1 rumps, k 
this Cafe, by your Partner's knowing you 
have the 5 remaining, you may. win ma- 
ny Tricks. 

Your right-hand Adverfary Jeads aSuii 
of which you have the Ten and two fma! 
ones; the third Hand puts up the Knave, 



your Partner wins it with the -King ; when 



your right hand Jeads that Suit again, and 
plays a fma I J one, do you put on your Ten 
becaufe it may fave your Partner's AceJ 
uponSuppofitfon that your right-hand Ad 



/ thfsM 
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Suppofe you have the be ft Trump, and 
that the Adverfary A has one Trump only 
remaning, and that it appears to you thai 
your Adverfary B has a great Suit ; in tins 

Cafe, though you permit si. to make his 
Trump, yet by keeping the Trump in your 
Hand, you prevent the Adverfary B from 
making his gieat Suit; whereas, if you, 
had taken out sFs Trump, it had made 
only one Trick difference, but by this Me- 
thod you probably fave three or four 

1 fiCKS. 
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VI. 

rfhe following Case happens frequently. 

That you. have two Trumps remaining 
when your Adversaries ruve only one, and 
it appears to you chat your Partner has one 

great Suit, in this Cafe always play aTrump, 
tho 1 you have the worft, becaufe by re- 
moving the Trump out of your Adverfa- 
ry's Hands, there can be no Obftrudlioa 
to your Partner's great Suit. 

VII. 

Suppofe you fhould have three Trumps 
yhen no body elfe have any, and that you 
fhould have only four Cards of any certain 
Suit remaining ; in this Cafe play a Trump, 
which Ihews your Partner that you have all 
the Trumps, and alfo gives you a fair 
Chance for one of your Adverfaries to 
throw away one Card of the aforefaid Suit; 
by which means, fuppofing that Suit to have 
been once led, and one thrown away, 
makes Five, and four remaining in your 
Hand makes Nine, there being only four 
remaining between three Hands, and your 
Partner having an equal Wager to hold a 
better Card in that Sujt than the laft Play- 
cr, it therefore follows that you have an 
equal Chance to make three Tricks in that 
Suit, which probably could not have been 
done but by this Method of Play. 

Suppofe 
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VIII. 

Suppofe you have five Trumps, and li 

fmall Cards of any Suit, and you are t 
lead ; the bed Play is to lead from the Su 
of which you have fix, becaufe, as you ar 
deficient in two Suits, your Adverfark 
will probably trump out, which is playin; 
your own Game for you ; whereas, hai 
you begun with playing Trumps, the 

would force you, and confequently deftro 
your Game. 

%t+ %Vj mf» mf. ttJf. «f* fc f _ fcf. fcfc aT* 

CHAP. XIV. 

Some Pur chafers of the Treatise /' 
Manufcript, dijpofcd of the lafl Win 
ter, having dejired a further Explana 
tion concerning the playing of Se 
quences y they are explained in the fol 
lowing Manner. 

I. 

IN Trumps you are to play the highef 
of your Sequences, unlefs you fhou't 
have Ace, King, and Queen in that Caf 
play the loweft, in order to let your Part 
ner into the State of your Game. 

II. 

In Suits which aie not Trumps, if yoi 
have a Sequence of King, Queen, am 
Knave, and two fmall ones \ whether yoi 

ar 
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are ftrong in Trumps or nor, it is the beft 

Play to begin with the Knave, becaufe, by 
getting the Ace out of any Hand, you 
make room for the whole Suir. 

III. 

And in cafe you are ftrong in Trumps, 
fuppofing you fhould have a Sequence of 
Queen, Knave, Ten, and two frnall Cards 
I of any Suit ; in that Cafe, you ought to 
j play the higheft of your Sequence, be- 
! caufe, if either of the Adverfaries ftiould 
! trump that Suit in the fecond Round, by 
being ftrong in Trumps, you fetch out 
their Trumps, and confequently make the 
Remainder of that Suit. 

The like Method may be taken, iFyou 
fhould happen to have a Sequence by 
Knave, Ten, Nine, and two frnall Cards 
of any Suit. 

If you have a Sequence of a King,Queen, 
Knave, and one frnall Card of any Suit, 
whether you are ftrong in Trumps, or o- 
therwife, play your King; and do the like 
by any inferior Sequences, if you have on- 
y four in Number. 

V. 

But if you fhould happen to be weak 
n Trumps, you muft always begin with 
he loweft of the Sequence, in cafe you 
hould have five in Number ; for fuppofe 

D your 
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your Partner to hare the Ace of that Suit, 
he then makes it; and where lies the Diffe* 
rence whether 70U or your Partner win a 
Trick ? For if you had the Ace and four 
fmall Cards of any Suit, and are weak in 
Trumps and led from that Suit, if you play 
well, you ought to play the Ace ; if you are 
Tiery ftrong in Trumps, you may play your 
Game as backward as you pleafe ; but if 
you are weak in Trumps, you muft play 
the reverfe. 

VI. 

Let us explain what is meant by being 

ftrong or weak in Trumps. 

If you have Ace, King, and three fmall 
Trumps. 

King, Queen, and three fmall Trumps. 
Queen, Knave, and three fmall Trumps. 
Queen, Ten, and three fmall Trumps. 
Knave, Ten, and three fmall Trumps. 
Queen, and four fmall Trumps. 
Knave, and four fmall Trumps. 

In any of the aforefaid Cafes, you may 

be underftood to be very ftrong in Trumps, 
and therefore you may • play by the forego 
ing Rules, being morally affured of having 
the Command in Trumps. 

If you have two or three fmall Trump 
only we underftand you to be weak ii 

them, 

VII 
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VII. 

What Strength in Trumps intitles you to 
Force your Partner at any Point of the Game? 

Ace, and three fmall Trumps. 
King, and three fmall Trumps. 
Queen, and three fmall Trumps, 
Knave, and three fmall Trumps. 

VIII. 

If, by Accident, either you or the Ad- 
verfaries have forced your Partner, (tho* 
you are weak in Trumps ) if he has had the 
Lead, and does not chufe to trump out, 

force him on as often as the lead comes in- 
to your Hand, unlefs you have good Suits 
of your own to play. 

IX. 

If you fhould happen to have only two 
or three fmall Trumps, and that your right- 
hand Adverfary leads a Suit of which you 
have none, trump it, which is an informa- 
tion to your Partner that you are weak in 
Trumps. 

X. 

Suppofe you have Ace, Knave, and one, 
fmall Trump, and that your Partner trumps 
to you, fuppofe from the King and three 
fmall Trumps, ^uery^ Whether it is the 
beft Play to put on the Ace or Knave ? And 
fuppofe your right-hand Adverfapy has 

three Trumps, and that yofcr left-hand Ad- 

D % verfary 
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verfary has the like Number \ in this Cafe, 
by fineffing of your Knave, and playing 
your Ace, if the Queen is on your right- 
hand, you win a Trick by it but if the 
Queen is on your left-hand, and you fhou'd 
play the Ace, and then return the Knave, 
admitting your left-hand Adverfary put on 
the Queen, which he ought to do, it is 

above 2 to i that one of the Adverfaries 
have the Ten, and confequently you gain 
no Trick by playing thus. 

XL 

If your Partner has led from the Ace of 
Trumps, and fuppofe you fhou'd have 
King, Knave, and one fmall Trump, by 
putting on your Knave, and returning the 

King, it aniwers exadly the like Purpofe of 
the former Rule. 

In other Suits you may praftice the like 
Method. 

XII. 

If you are ftrong in Trumps, and that 
you have King, Queen, and two or three 
fmall Cards in any other Suit, you may lead 
a fmall one, it being 5 to 4 that your Part- 
ner has an Honour in that Suit but, if you 
are weak in Trumps, you ought to begin 
with the King. 

XIII. 

If your right-hand Adverfary leads a 
Suit of which you have King, Queen, anc 3 
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two or three fmall Cards of the fame Suit, 
you being ftrong in Trumps, may pafs it, 
becaufe it is an equal Wager that your Part- 
ner has a better Card in that Suit than the 
third Hand \ if not, by your Strength of 
Trumps, you need not fear making that 

Suit, 

XIV. 

If your right-hand Adverfary leads a 
Suit, of which you have King, Queen, and 
one final] Card, whether in Trumps or not, 
put on the Queen; Alfo, if you have Queen, 
Knave, and one fmall Card, put on the 
Knave and if you have Knave, Ten, and 
one fmall Card, put on the Ten ; by putting 
up the fecond beft, as aforefaid, your Part- 
ner has an Expedation of your having a 

better Cafd or Cards, in the fame Suit 5 
and, by recourfe to the Calculations annex- 
ed to this Treatife, he may be able to judge 
what are the odds for and againft him. 

XV. 

If you fhou'd have Ace, King, and two- 

fmall Cards in any Suit, being ftrong in 

Trumps ; if your right-hand Adverfary 
leads that Suit, you may pafs it, becaule it 
is an equal Wager that your Parmer has a 

better Card in that Suit than the third 
Hand ; if fo, you gain a Trick by it ; if 
otherwife, you need not fear to make your 

D 3 Ace 
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Ace and King, by your Strength in 
Trumps* 

XVI. 

If you fhould have the Aee, Nine, Eight, 
and one fmall Trump, and that your Part- 
ner leads the Ten ; in that Cafe pafs if, 

becaufe unlefs the three Honours He behind 

. you, you are fure of making two Tricks \ 
do the like, if you fhould have the King, 
Nine, Eight, and one fmall Trump ; or the 
Queen, Nine. Eight, and one fmall Trump. 

XVII. 

In order to deceive your Adverfaries, if 
your right-hand Adverfary leads from a 
Suit, ot which you have Ace, King, and 
Queen, or Ace, King, and Knave, put on 
the Ace ; becaufe that encourages the Ad- 
verfaries to play that Suit again : And tho* 
you deceive your Partner by this Method 
of Play, you alfo deceive your Adverfaries, 

whichls of greater Confequence in this Cafe; 
becaufe, if you had put on the loweft of 
the Tierce-major, or the Knave in the other 
Suit, your ngliS hand Adverfary had made 

overy that the Strength of that Suit 

was againfl: him, and confequently would 
have changed Suits. 

XVIII. 

Suppofe you have Ace, Ten, and one 
fmall Card, in any Suit ; alfo the Ace, 

Nine, and one fmall Card of any Suit, Query* 

Which 
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Which of thefe Suits ought you to lead 
from ? Anfwer, from the Suit of which you 
have the Ace, Nine and one fmall Card; 
for this Reafon, it being an equal Wager 

that your Partner has a better Card in that 
Suit, than the laft Player ; if not, let us then 

fuppofe that your right-Hand Adverfary 
ftads from the King, or Queen of the Suit, 
of which you have the Ace, Ten, and one 
fmall Cardi in that Cafe, it is an equal Wa- 
ger that your Partner has a Better Card in 
that Suit, than the third Hand ; if that hap- 
pens to-be the Cafe, upon the Return of the 
Suit, you lie Tenace, and confequehtly ftand . 
a fair Chance for three Tricks in that Suit. 

XIX. 

^Case to dtmonftrate the Tenace* 
Let us fuppofe A and B to play ar Two* 
I handed Whift, and let us fuppofe if to have 
the Ace, Queen,Ten, Eight, Six, and Four 

of Clubs, which in cafe B always leads, are 
fix fure Tricks. Let us fuppofe he has the 
fame Hand in Spades, which, in cafe B 
always leads, are fix more fure Tricks. We 

fuppofe B has the Remainder of thefe two 
Suits. 

Let us fuppofe B to have the fame Hand 
in Hearts and Diamonds, as ^has in Spades 
and Clubs, and that A has the Remainder 

of the Hearts and Diamonds, which, in cafe 

D 4 A 
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A always leads, are twelve fare Tricks alfo 
to B. 

The foregoing Cafe fhews that both 
Hands are exactly equal; and therefore let 
one of them name his Trumps, and lead, he 
wins thirteen Tricks only. 

But if one names the Trumps, and the 
other leads, he that names the Trumps 

ought to win fourteen Tricks. 

Thofe who would attain to the playing 
of Whift to perfection, muft not be content 
only with being a Matter of the Calculations 
contained in this Treatife, and alfo an ex- 
aft Judge of all the General and Particular 

Cafes in the fame ; but be a very pun&ual 

Obferver of fuch Cards as are thrown away, 
botfr by his Partner and Adverfaries, and 

at what time : Whoever attends clofely to 
thefe Particulars, is the moft likely to attain 

their End. 

* 

CHAP. XV. 

Additional Cases. 

I. 

VirHEN it appears to you that the Ad- 

* * verfaries have three or four Trumps 
remaining, and that neither you nor your 
Partner have any, never attempt to force 

* one Hand to trump, and to let the other 

throw 
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throw away a lofing Card, but rather en- 
deavour to find out a Suit in your Partner's 
Hand, in cafe you have no-Suit in your 
own, by which means you prevent them 
from making their Trumps feparate. 

II. 

Suppofe A and B are Partners againft C 
and D, and fuppofe nine Cards are played 

out, and alfo fuppofe eight Trumps are 
played out ; and further fuppofe A to have 
one Trump only, and fuppofe his Partner 
B to have the Ace and Queen of Trumps, 
and fuppofe the Adverfaries C and D to 
have the King and Knave of Trumps be- 
tween them, A leads his fmall Trump, C 
plays the Knave of Trumps-, Qi(ery, Whe- 
ther B is to play his Ace or Queen of 
Trumps upon the Knave ? Anfwer, B is to 
play his Ace upon the Knave, becaufe D • 
having four Cards in his Hand remaining, 
and C has only three, confequently, it is 
four to three in B's Favour that the King is 
in D's Hand ; if we reduce the Number of 
four Cards in a Hand to three, the Odds 
then is 3 to 2 ; and if we reduce the Num- 
ber of three Cards in a Hand to two, the 
Odds then is 2 to one in favour of B's win- 
ning of a Trick, by putting on his Ace of 
Trumps : By the like Rule you may play 
all the other Suits. 

D $ in. 
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III. 

Let us fuppofe you have the thirteenth 
Trump, and a!fo the thirteenth Card of any 
Suit in your Hand, and one Jofing Card, 
and let us fuppofe you have only three Cards 

remaining, Query, Which of thefe Cards 
are you to play ? Jnfwet\ You are to play 
the lofing Card, becaufe if you play the 
thirteenth Card firft, the Adverfaries know- 
ing you to have one Trump remaining, 
will not pafs your lofing Card, and there- 
fore you play 2 to i againft yourfelf. 

IV. 

Let us fuppofe that you have the Ace, 
King, and three fmall Cards in any Suit, 
which has never been played, and let us 
fuppofe that it appears to you that your 
Partner has the laft Trump remaining, 
Query , How are you to play thefe Cards to 
your greateft Advantage ? Anjwer, You are 
to lead a fmall Card in that Suit, becaufe it 
is an equal Wager that your Partner has a 
better Card in that Suit than the laft Player; 
if fo, and that there are only three Cards in 
that Suit in any one Hand, it follows that 
you win five Tricks in that Suit whereas, 
if you p'ay the Ace and King of that Suit, 
it is 2 to 1 that your Partner does not hold 
the Queen, and confequentiy, by playing 
the Ace and King, it is 2 to 1 that you win 

ofily two Tricks in that Suit. This Method 

may 
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may be taken in cafe all the Trumps are 
played out, provided you have good Cards 
in other Suits to bring in this Suit, and you 
may obferve that you reduce the Qdds of 
2 to 1 againft you, to an equal Chance by 
this Method of Play, and probably gain 
three Tricks by it. 

V. 

If you choofe to have Trumps played by 

the Adverfaries, and that your Partner has 
led a Suit to you, of which you have the 
Ace, Knave, Ten, Nine, and Eight, or the 
King, Knave, Ten, Nine, and Eight, you 
are to play the Eight of either Suit, which 
probably leads the Adverfary, if he wins that 
Card, to play Trumps. 

VI. 

Suppofe you fliould have a Quart- major 
in any Suit, with one or two more of the 
fame Suit, and that it is neceflary to let your 
Partner know that you have the Command 
of that Suit, in that Cafe, throw away the 
Ace of that Suit, upon any Suit of which 
you have none in your Hand to clear up 
his Doubts, becaufe the Odds is in your fa- 
vour that neither of the Adverfaries have 
more than three in that Suit : The like Me- 
thod may be taken if you have a Quart to 
a King ; (the Ace being played out) you 
may throw away the King, alfo if you 
fliould have a Quart to a Queen, (the Ace 

and King being played out) you may throw 

D 6 * away 
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away your Queen : All which lets your Part- 
ner into the State of your Game, and you 
may play by the'like Rule in all inferior Se- 
quences, having the beft of them in your 
Hand. 

VII. 

There is fcarcely any thing more com- 

monly pradtifed amongft moderate Players, 
in cafe the King is turned up on their left- 
hand, and that they have the Queen and 
one fmall Trump only, to play out their 
Queen, in hopes their Partner may win the 
King if it is put on not confidering that it 
is about 2 to i that their Partner has not 
the Ace, and admitting he has the Ace, 
they do not confider that they play two 
Honours againft one, and confequently 
weaken their Game, the Neceffity only of 
playingTrumps fhould oblige them to play 
thus. 

VIII. 

A Cafe which frequently happens. 
A and B are Partners againft C and D\ 
, all the Trumps are played out except one 
— which C or D has ; A has three or four 
winning Cards in his Hand of a Suit already 
played, with an Ace and one fmall Card of 

another Suit ; Query > Whether it is A\ 

beft Play to throw away one of his winning 

Cards, or the fmall Card to his Ace-fuit ? 

Anfwer^ It is his beft Play to throw away 

one 
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one of bis winning Cards, becaufe if his 

right-hand Adverfary plays to his Ace-fuit, 
he has it in his Power topafs it, and confe- 

quently his Partner B has an equal Chance 
to have a better Card in that Suit than the 
third Hand \ if fo, and that he has any for- 
cing Card, or one of his Partner's Suit to 
play to him, in order to force out the laft 
Trump, his Ace remaining in his Hand, 
brings in his winning Cards; whereas, if 
A had thrown away the fmall Card to his 
Ace-fuit, and that his right-hand Adverfary 
had led that Suit, he had been obliged to 
put on his Ace, and confequently had loft 
fome Tricks by this Method of Play. 

IX. 

Suppofe ten Cards have been played out, 

and fuppofe it appears very probable that 

your left-hand Adverfary has threeTrumps 

remaining, viz. the beft and two fmall ones* 

;and fuppofe you have two Trumps only, 

land that your Partner has no Trump, and 

fuppofe your right-hand Adverfary plays a 

Thirteenth or fome other winning Card ; 

in that Cafe pafs it, by which Means you 
gain a Trick. 

X. 

[ In order to let your Partner into the State 
jof your Game, let us fuppofe you to have 
ja Quart-major in Trumps (or any other 
jfour beft Trumps ) if you are obliged to 

trump, 



62 AJhort Treatise on 

trump a Card, win it with the Ace of 
Trumps, and then play the Knave, or win 
it with the higheft of any other four beft 
Trumps, and then play the loweft, which 
clears up your Game to your Partner, and 
by fuch a Difcovery it may be the Means of 
winning many Tricks ; you may pradtice 
the like Rule in all other Suits. 



Partner 



XI. 



before his time, you are to trump to him, 
whether you are ftrong in Trumps or Suits, 
or not, becaufe as he calls before he is o- 
bliged to do fo, it is a Declaration of his be- 
ing ftropg in Trumps. 



XII. 



hand 



Qu 



he has the lead, he plays the Knave of 
Clubs, and fuppofeyou have the Ace, Ten, 

and one Club more, or the King, # Ten, and 
one fmall Card. £hiery % When he leads 
his Knave whether you are to win it or not? 
Anfwerj You are not to win it, becaufe it 
is an equal Wager, when he leads his 
Knave of Clubs, you not having th< 
King, that your Partner has it alfo, it li 
an equal Wager when he leads his Knav( 

of Clubs, you not having the Ace, tha 
your Partner has it, and confequently yoi 
gain a Trick by paffing it; which canno 
be done if you either put on your King o 

Ace of Clubs. XIII 
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XIIL 

A Cafe for a Slam. 
Let us fuppofe A and B Partners againft 
C and D, and let us fuppofe C to deal, and 
Jet us fuppofe A to have the King, Knave, 
Nine, and feven of Clubs, they being 
Trumps; a Quart-major in Diamonds, a 
Terce-major in Hearts, and the Ace and 

King of Spades. 
Let usfuppofe Stohave'nine Diamonds, 

two Spades, and two Hearts. 

Alfo let us fuppofe D to have the Ace, 
Queen, Ten and Eight of Trumps, witk . 
nine Spades. 

And let C have five Trumps and Eight 

Hearts. 

A is to lead a Trump, which D is to win, 

and D is to play a Spade which his Partner 

C is to trump ; C is to lead a Trump, 
which his Partner D is to win ; then D is 
to lead a Spade, which C is to trump ^ and . 
C is to play a Trump, which D is to win; 
and D having the beft Trump is to play 
it ; which done, D having feven Spades in 
his Hand wins them, and confequently 

Slams A and B. 



CHAP. 
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CHAP. XVI. 

Additional Cases at Whist, never 

publifhed till 1748. 

I. 

T F your Partner leads the King of a Suit, 
and that you have none of that Suit, 
pais it, by throwing away a lofing Card, 
( unlefs your right-hand Adverfary has put 
on the Ace, becaufe, by fo doing you make 

room for his Suit. 

II. 

Suppofe your Partner leads the Queen 
of a Suit, and your right-hand Adverfary 
wins it with the Ace, and returns that Suit, 

in cafe you have none of it, do not trump 
it, but throw away a lofing Card, which 
makes room for your Partner's Suit. An 
Exception to this Manner of Play is, il 
you play for an odd Trick, and that yoi 
are very weak inTrumps, you may trumf 
it. 

III. 

Suppofe you havt the Ace, King, and 
x fmall Card of a Suit, and that your left- 
hand Adverfary leads that Suit; and fup- 
pofe you fliould have 4 fmall Trumps, 
and no Suit of confequence to lead from: 
and fuppofe your right-hand Adverfary 

fhould put up the Nine, or any lowei 
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[Card; in this Cafe, win it with the Ace, and 
eturn the lead upon the Adverfary, by 

playing the fmall Card of that Suit; who 

[will have reafon to judge that the King 
ies behind him, and confequently will not 
)ut up his Queen if he has it, and therefore 
ou have a fair Probability of winning 
k by this Method of Play, and at 

the fame time letting your Partner into the 
State of your Game. 

IV. 

If your Partner forces you to trump a 
jCard early in the Deal, you are to fup- 
ofe him ftrong in Trumps ; except at the 
oints of 4 or 9, and therefore if you are 
rong in Trumps you may play them. 

Suppofe you call at the Point of 8, and 
our Partner has no Honour, and fuppofe 
ou fhould have the King, Queen, and 
en; the King, Knave, and Ten; or the 
ueen, Knave, and Ten of Trumps; when 
rumps are played always put on the Ten, 
/hich demonftrates to your Partner that 
ou have 2 Honours remaining, and fo 
lays his Game accordingly. 

VI. 

Suppofe your right-hand Adverfary calls 
at the Point of 8, and his Partner has no 
Honour, and fuppofe you fhould have the 

King, Nine, and 1 fmall Trump, or the 



Queen 



Trumps 
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Trumps are played by your Partner put on 
the Nine, becaufe it is about 2 to 1 that 
the Ten is not behind you, and fo you play 
vour Nine to an Advantage. 

VII. 

If you fhould happen to lead a Suit of 
which you have the Ace, King, and 2, or 
3 more, when you play the Ace, if your 
Partner . plays the Ten, or Knave, and 
fuppofe you fhou:d have one fingle Card 
in your Hand in any other Suit, and two or 
three fmall Trumps only, in this Cafe lead 
the fingle Card in order to eftablifti a Saw, 
and this Confequence attends fuch Play, 
viz. upon leading that Suit it gives your 
Partner an equal Chance of having a bet- 
ter Card in it than the lad Player, whereas 

had he led that Suit to you, which is pro 
bable had been his ftrong Suit, the Ad- 
verfary would have made the Difcovery 
of your attempting to eftablifh a Saw, 
they would trump out, and fo prevent 
your making your fmall Trumps : By this 
Method of Play your Partner wJl eafiiy 
judge the Reafon for your chang'ngoi 
Suits ; and fo play his Game accordir giy. 

VIII. 

Suppofe you have the Ace and Deuc* 
of Trumps, and ftrong in the three other 
Suits, if you are to lead, play your Ace, 
and next your Deuce of Trumps, in ordei 
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k put the Lead into your Partner's Hands, 
j> take out 2 Trumps for 1 ; and fuppofe 
he laft Player wins that Trick, and that 
je leads a Suit of which you have the 
ce, King, and 2 or 3 more, pafs it, be- 
^ufe it is an equal Wager that ^our Part- 
er has a better Card in that Suit than the 
kird Hand ; if fo, he will then have an 

Opportunity of taking out two Trumps to 
ne^ when the Lead comes into your Hand 
ou are to endeavour to force out 1 of the 
Trumps remaining, upon SuppoQtion 
1 Trumps are played (out, and the Odds 
\ ftill in your Favour that your Partner 
fas 1 of the 2 Trumps remainin 

IX. 

Suppofe 10 Cards are played out, and that 

ouhave the King,Ten, and 1 fmall Card 
f any Suit, which has never been led, and 
ppofe you have won 6 Tricks, and fup- 
ofe your Partner leads from that Suit, 
jnd that there is neither a Trump or thir- 
enth Card in any Hand, in this Cafe, un- 
ifs your right-hand Adverfary jmts on fo 
igh a Card as obliges you to play your 
Mflg, do not put it on, becaufe upon the 
Return of that Suit you make your King, 
ind confequently the odd Trick, which 
hakes 2 difference, if there happens to be 
>nly 9 Cards played out in the like Cir- 
bmftancc, you are to play by the like 

Rule 



1 
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Rule. This Method is always to be t* 
ken unlefs the gaining of 2 Tricks gives 
you a Chance either to fave your Lurch or 
to win or fave the Game. 

X. 

Suppofe A and B Partners againft Cand 
Z), and let us fuppofe B has the two M 
Trumps, alfo the Queen, Knave, and Nine, 
of another Suit, and let us fuppofe A has 
neither the Ace, King, or Ten, of that 



Suit, 
What 



3s 



faireft Probability of winning a Trick jo 
that Suit? Anfwer y B is to play the Nine 
of that Suit; becaufe it is only five to four 

aginft him that his left-hand Adverfarj 
holds the Ten, and if he plays either the 
Queen, or Knave, it is. about three to one 
that the Ace, or King, is in his- left-hand 
Adverfary's Hands, and confequendy he 
reduces the Odds of three to one againl 
him, to five to four only. 

XL 

Let us vary the foregoing Cafe, and put 
the Xing, Knave, and Nine of a Suit into 
B's Hand, upon Suppofition that A hai 

neither Ace, Queen, or Ten, when A leads 

that Suit, it is exattly equal whether I 



XII. 



Suppofe you have Ace, King, and three 

or 
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bur fin all Cards of a Suit not played, and 
hat it appears to you that your Partner has 
he laft Trump \ in this Cafe, if you are to 
tad, play a fmall Card in that Suit, it being 
in equal Wager that your Partner has a 
better Card in that Suit than the laft Player; 
f fo, the Probability is in your Favour that 
tou make 5 or 6 Tricks in that Suit, but 
ft ycu Ihould play out the Ace and King, 
hf that Suit, it is 2 to 1 that your Part- 
tier has not the Queen, and confequently 
It is 2 to 1 that you make only two Tricks 
In that Suit, by which Method of Play 
lou rifk the lofing of 3 or 4 Tricks in that 
Deal to gain one only. 

J XIII. 

I Suppofe your Partner leads a Suit of 
which he has the Ace, Queen, Knave, and , 
many more, and leads his Ace, and then 
plays his Queen, in cafe you have the King 
jtnd two fmall Cards in that Suit, win his 
Queen, with the King, and fuppofe you 
pre ftrongin Trumps, by clearing the Board 
pf Trumps, and having a fmall Card of 
your Partner's great Suit, you do not ob- 
ftruft his Suit, and confequently win ma- 
ny Tricks by this Method of Play. 



CHAP 
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CHAP. XVII. 
A DICTIONARY for Whis 



1 



hich refohes almojl all the Critk 
Cefes that may happen at that Gam 
by way of Quejlion and Anfwer. 

HO W to play Trumps to the gre 
eft Advantage, perufe the Tre 

tife of Whift, Chap. I. Cafe 1 1. and allti 
remaining Cafes in that Chapter, alfo Cha 
II. 

2. How to play Sequenceswhen Trump 

Anfwer^ you are to begin with the higl 
eft of them. 

3. How to play Sequenceswhen they a; 
not Trumps ? 

Anf. If you have 5 in Number, yoliai 

to begin with the loweft, if 3 or 4 in Nun 

ber, always play the higheft. 

4. Why do you prefer playing of Sequen 

ces rather than other Suits ? 

Anf. Becaufe they are the fafeft Lead, am 
gain the Tenace in other Suits. 

5. When ought you to make Trick 
early ? 

Anf. When you are weak in Trumps. 

6. When ought you not to make Tricfe 
early ? 

Anf. When you are ftrong in Trumps. 
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y. When do you play from 
jnf. You do fo when yc 
umber only in any Suit 

lepted.) * 
8. When don't you play 



7* 



nr. 



•Ult 



Jnf Fou ought not to lead from an 
.ee-iuit, having 4 or more in Number in 
py other Suit ; becaufe the Ace is an Af- 
fiant 



to your 



great 



Suit, and when 



rumps are played out enables you to 
iake that Suit. 



When 



is 



rned up on your right or left-hand, How 
c you to play in that Cafe ? See Chap. X, 
afe 1 . Chap. XII. Cafe 1. 

0. Why are you always to play yowr 
and by your own andAd vcrfaries Scores? 
Jnf Chap. L Cafe 6. See References 
this Cafe. 

11. How to know when your Partner 
as no more of the Suit played ? See Chap, 
"\ Cafe 1 , 2, 3. 

12. Reafons for putting on at Second- 
md the King, Queen, Knave, Ten, and 
hen not? Chap. X.Cafe 1, 2, 3-. 

13. Why are you to play the Queen, 
nave, Ten, of any Suit, when that Suit 
(played a fecond time, having 3 in Num- 
cronly ? Chap. XIII. Cafe 4. 



When 



L 



and 



AnL 



1 
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CHAP. XVII. 
A DICTIONARY/^ Whist, 

which refohes almojl all the Critic^ 
Cafes that may happen at that Game, 
by way of Quejlion and Anfwer. 

.rj O W to play Trumps to the great 
* eft Advantage, perufe the Trea. 
tife of Whift, Chap. I. Cafe i 1. and all the- 
remaining Cafes in that Chapter, alfo Chap, 
II. 

2. How to play Sequences when Trumps? 
Anfwer ) you are to begin with the high- 
eft of them. 

3. How to play Sequences when they arc 
not Trumps ? 

Anf If you have 5 in Number, yotiare 

to begin with the loweft, if 3 or 4 in Num- 
ber, always play the higheft. 

4. Why do you prefer play ing of Sequen- 
ces rather than other Suits ? 

Anf. Becaofe they are the fafeft Lead, and 

gain the Tenace in other Suits. 

5. When ought you to make Tricki 
early ? 

Anf When you are weak in Trumps. 

6. When ought you not to make Trick! 

early ? 

Anf When you are ftrong in Trumps. 

7 
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(T. 



j. When do you play fror 
Anf. You do fo when y 
lumber only in any Suit 

jcepted.) 

8. When don't you play from an Ace 

. Anf You ought not to lead from an 
lAce-iuit, having 4 or more in Number in 

ny other Suit ; becaufe the Ace is an Af- 
Bittant to your great Suit, and when 
Trumps are played out enables you to 
make that Suit. 



When 



is 



:urned up on your right or left-hand, How 

re you to play in that Cafe ? See Chap. X. 
afe 1. Chap. XII. Cafe 1. 

10. Why are you always to play yowr 
Hand by your own andAdverfaries Scores' 

Anf Chap. I, Cafe 6. See References 
in this Cafe. 

11. How to know when your Partner 
as no more of the Suit played ? See Chap. 

V. Cafe 1, 2, 3. r 

12. Reafons for putting on atSecond- 
and the King, Queen, Knave, Ten, and 

when not ? Chap. X. Cafe 1,2,3-. 

13- Why are you to play the Queen 

T 6 ' T Cn ; 0f Suit > when that Suii 
is played a fecond time, having 3 in Num- 
ber only ? Chap. XIII. Cafe 4 3 
14. When oueht 



and when nor * 
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Anf. When you are weak in Trumps, 
you ought to over-trump him ; but jj 
ftrong in Trumps, you ought to throw 
away a lofing Card. 

15. Reafons for not parting with the 

Command of your Adverfary 5 s ftrongSuit, 
Chap. XIII. Cafe 1. 

16. If your Adverfary on your right hand 

leads a Suit of which you have the Acej 

King, and Queen, Why are you to put on 1 
the Ace preferable to the Queen ? I 

Anf. Becaufe it deceives the Adverfary,; 
which#in this Cafe, is of more Confequenct 
to you than to deceive your Partner. 

17. To declare your ftrong Suit, when 
proper to be done, and when not ? 

Anf. When you have only one ftrons 

Suit, and your Trump out to make tha 
Suit, in this Cafe you ought to declare it; 

but if you are ftrong in all Suits, there \ 
no Neceffity ofdeclaringyourftrongeft Suit 

18. The Ace turned up on your right 
hand, and that you have the Ten and Nin 
only of Trumps, Why do you play th 
Ten? Chap. XI. Cafe 1. 

19. Why do you play from a King-Su 
preferable to a Queen- Suit, having the lit' 

Number of each ? 

Anf Becaufe it is 2 to 1 that the H 
does not lye in your left hand Adverfary 

Ham 
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Hands, and it is 5 to 4 if you lead from 
a Queen-fuit, that the Ace or King ly§s 
in his Hands, and that you lofeyour Queen, 
and fo play to a Di fad vantage. 

20. Why do you play from a Queen- 
fuit preferable to a Knave-fuit ? AnfWer'd 
Cafe 19. 

a 1. When you have the 4 beft Cards of 
any Suit, Why do you throw away the 
beft? 

Anf. To let your Partner into the State 
of your Game. 

22. Your Partner's ftrong Suit, How 
are you to make the moft of it ? 

Chap. VI. has fix Examples to demoa- 
ftrate it. 

23. The Queen turn'd up on your right 
Hand, you have the Ace, Ten, and one 
Trump, or the King,Ten, and one Trump, 
'f the right-hand Adverfary plays the Knave, 
Query, How are you to play ? 

Anf You are to pais it, by which you 
are an equal Wager of gaining a Trick, 
and cannot lofe by fo doing. 

24. Four Cards are played out, and 
Trumps are gone round twice, your Part- 

er not appearing to have an higher Trump 
han the 8, yet he has 3 Trumps,, when he 
lays his third. Trump, the next Hand puts 
a the Knave, there being the King only 

E in 
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in the _ AdverfaryVHartds, you having 
the Ace and Queen of ;Trumps. 1 

t%uef% Whether are you to play the Aci 

or Queen ? 

Jnf. You are to play the Ace, becauf 
it is 9 to 8 that the laft Player has the King 
and it you reduce the Cards to 2 in Num 

ber, it then is 2 to i in your favour, b; 
playing the Ace, that the King falls ; th« 

like Method may be taken in other Suits 
upon the like Occafions. 

EXAMPLE. 

Let us fuppofe that you have only \ 
Cards remaining in your Hands of any Suit 

viz. The Queen and Ten, and Jet us flip 
pofe the Knave and Nine of the fame Sui 
are in your Adverfary's Hands, when you 
Partner leads that Suit, your right-hand Ad 
verfery plays the Nine, and has i Card onl; 
remaining. 

9%uer)\ Whether you ought to play yon 

Queen or Ten ? 

Anf t You ought to play your Queen 
becaufe it is 2 to i that your left-hand Ad 
verfary has the Knave. And in all Cafe 
of the like Nature you ought to play b 
this Rule. 

I would know what is the Odds that tli 
Dealer at Whift holds four Trumps t 
more ? 
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Anf. That he holds 4 Trumps or more 
is 232 to 165, or about a Guinea to 14s. 
j id. and almoft a Farthing. 

CHAP. XVIII. 

I An Explanation forth Ufe oj Beginners , 
I offome of the Terms, or Technical 
Words made ufe of in this Treatife. 

I FINESSING. 

E A N S the endeavouring to gain an 

i Advantage by Art and Skill, which 
confifts in this ; when a Card is led and you 
have beft and third beft Card of that Suit, 
you judge it beft to put your third beft 
Card upon that Lead and run the Rifk of 
your Adverfary's having the fecond beft of 
it, that if he has it not, which is 2 to i 
againft him, you are then fure of gaining 
!a Trick. 

FORCING. 

Means the obliging your Partner or your 
Adverfary to trump a Suit of woch he has 
none. The Cafes mentioned in this Trea- 
tife will fhew when it is proper to force ei- 
ther of them. 

LONG TRUMP. 

Means the having one or more Trumps 
in your Hand when all the reft are out. 

E 2 LOOSE 
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LOOSE CARD. 

Means a Card in a Hand that is of no 
Value, and cohfequently the propereft to 
tfcrow away. 

POINTS. 

Ten of them make a Game, as many as 
are gained by Tricks or Honours, fo many 
Points are fet up to the Score of the Game. 

A R 3\ 

In general is a Sequence of any four 
Cards immediately following one another 
in the fame Suit, Quart -major is therefore 

a Sequence of Ace, King, Queen, and 
Knave, in any Suit. 

I NT. 

In general is a Sequence df any five 
Cards immediately following one another, 

in the fame Suit. Quint- major is therefore 
a Sequence of Ace, King, Queen, Knaw, 
and Ten, in any Suit. 

REVERSE. 

Playing at any time the Reverfe^ meanij 
only the playing \our Hand in a different 
manner ; that is to fay, if you are ftrongjnj 
Trumps you play one way, but if weak in 
Trumps you play the Reverfe, viz. another] 

S E E-S A W. I 

Is when each Partner trumps a Suit, an! 

they 
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they play thofe Salts to one another to 

trump. . „ 

r SCORE. 

Score of the Game* is the Number of 

Points fet up, Ten of which" makes a 
Game. ^ ^ 

MENACE. 

Having the Tenace in any Suit fuppofea 
the having the firff and third beft Cards, and 
being the laft PJayer, and confequently you 
. catch the Adverfary when that Suit is pjay'd: 
j As for inftance, in cafe* you have the Ace 
I and Queen of any Suitj and thiat your Ad- 
verfary leads that Suit, you muft win thofe 
two Tricks ; and fo of any other Tenace in 
inferior Cards. 

VERGE. 

In general is a Sequence of any three 
Cards immediately following one another 
in the fame Suit* 

Terte-major is therefore a Sequence of 
Ace, King, and Queea, in any Suit. 



i 

An 
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CHAP. XIX. 
^Artificial Mimorv, or aneal 

Method of ajfifiing the Memory oj 
thofe that play at the Game of Whist 

To which are added, 

Several Casks not hitherto fuhlifhed. 

I. 

LACE of every Suit in your Hand, 
the worft of it to the left-hand and 

the beft (in Order) to the right, and the 
Trumps in the like Order, always to the 

left of all the other Suits. 

II. 

If in the Courfe of Play you find you 
have the beft Card remaining of any Suit, 
put the fame to the left of your Trumps. 

III. 

And if you find you have the fecond 
beft Card of any Suit to remember, place 

it on the right of your Trumps. 

IV. 

And if you have the third beft Card of 

any Suit to remember, place a fmall Card of 

that Suit between the Trumps and that 

third beft, to the right of the Trumps. 

V. 

To remember your Partner's firft Lead 

place a fmall Card of that Suit kd in the 
* midit 
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midft of your Trumps, and if you have but 
ene Trump, on the left of it. 

VJ. 

When you deal, put the Trump turned 

up to the right of all your Trumps, and 
part with it as late as you can, that your 
Partner may know you have that Trump 
left, and fo play accordingly. 

VII. 

J fo find where 1 or in what Suit your Adverb- 
fanes revoke. 

Suppofe the two Suits on your right-hand 
to reprefent your Adverfaries in the Order 
they fit, as to your right and left-hand : 
% When you fufpeft either of them to have 
made a Revoke in any Suit, clap a fmall 
Card of that Suit amongft the Cards repre- 
fencing that Adverfary, by which means 
you record not only that there may have 
been a Revoke, but alfo which of them 
made it, and in what Suit. 

If the Suit that reprefents the Adverfary 
that made the Revoke, happens to be the 

Suit he revoked in, change that Suit for 

another, and as above, put a fmall Card 
of the Suit revoked in, in the middle of 
j that exchanged Suit, and if you have not 
a Card of that Suit, reverfe a Card of any 

Suit you have (except Diamonds) and place 
it there. 

VIII. 



3 
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VIII. 

As you have a way to remember l yog 
Partner's firft Lead, you may alfo record i. 
what Suit either of your Advtffafies - rtad 
their firft Lead, by putting the Suit \\ 
which they made that Lead, in thfe' Placi 
which in your Hand reprefeftts that Adver 

fary, as either of your right or left-hand- 
and if other Suits were already placed to re 

prefent them, then exchange then> for thi 
Suits in which each of them makes his firf 
Lead. 

The foregoing Method is to be taken 
when ybu find it more neceflary to record 
the Adversary *s firft Lead, than toendea- 
vour to find out a Revoke. 

^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^ 

CHAP. XX. 
The Laws of the Game at Wh ist* 

I. IF any Perfon plays out of his Turn, it 

-I is in the Option of either of his Ad- 
verfaries to call the Card fo played, at any 
tiihe in that Deal, provided it does not make 
him revoke ; or if either of the adverfe 
Party is to lead, he may defire his Partner 
to name the Suit he chufes to have him 
lead, and when a Suit is then named, the 
Partner muft play it if he has it. . 
• 2. No Revoke to beclaim'd till the Trick 

is turned and quited, or the Party who re- 
voked 
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vok£d ; or his Partner, have played again. 

If a Revoke happens to be made, the 
adverfe Party may add 3 to his Score, and 
the revoking Party, provided they are up, 
notwithftanding the Penalty, muft remain 
at 9 : The Revoke takes place of any other 

Scote of the Game. 

* 4, If any Perfon calls at any Point of the 
Game, except 8, either of the adverfe Par- 
ties may call a new Deal ; and they are at 
liberty to confult each other whether they 
wiM have a new Deal. 

> 5. After the Trump Card is feen, no Bo- 
dy ought to remind his Partner to call. 
, 6, If the Trump-Card is feen, no Ho- 
nours in the preceeding Deal can be fet 
up, unlefs they were before claimed. 
j> 7, If any Perfon feparates a Card from 
I the reft, either of the adverfe Parties may 
j call it, provided he names it, and proves 
j the Separation ; but in cafe he calls a wrong 
Card, either of the adverfe Parties may 
once call the higheft or loweft Card in any 
Suit led during that Deal. 

8. Each Perfon ought to lay his Card be- 
fore him ; after he has done fo, if either of 
the adverfe Parties mix their Card with 
his, his Partner is intituled to demand each 
Perfon to lay his Card before him ; but not 
to enquire who played any particular Card. 

' 9. If any Perfon revokes, and before the 

Cards 
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Card s arc tu r ned , d ifcovers ifythe ad v e r fc?ar- 
ty may call either the higheft or theloweft 
Card of the Suit led, or have their Option to 
call the Card then played at any other time, 
when it does not caufc a Revoke. 

• io. If a Card in dealing is turned up, it 
is in the Option of the adverfe Party to call 
a new Deal, unlefsthey or either of them, 
have been the Caufe of turning up iuch Card, 
in which Cafe the Dealer has the Option. 

f ii. If the Ace or any ether Card of any 
Suit is led, and it ftiould fo happen that the 
laft Player plays out of his Turn, whether 

his Partner has any of the Suit led or not 
( provided you do notmake him revoke) he 

is neither intituled to trump it, nor to win 

that Trick. ► 
4 12. If a Card is faced in the Pack, they 

muft deal again, except is is- the laft Card 
1 3. None of the Players are to take up, 
"or look at their Cards, while any Perfon 
is dealing, and if the Dealer fhould happen 
to mifs Deal, in that Cafe he fhall deal again, 
and if a Card is turned up in dealing, no 
new Deal is to be called* 

* 14. When a Card is led, if one of the 
f Adverfaries plays out of his Turn, his Part- 
ner is not to win the Trick, if he can avoid 
it without revoking. 

# 1 5 Every Perfon ought to fee that hfi 
has 13 Cards dealt him 5 therefore, if an) 
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one fhould happen to have only 12 Cards, 
and decs not- find it out till feverd Tricks 
are played, and that the reft of the Players 
have their right Numbers, the Deal ftand3 
good; and alio the Perfon who plays with 
12 Gards,istobepunifiied with each Revoke 
in cafe he has made any; but if any of the ■ 
reft of the Players (hould happen to have 
14 Cards, in that Cafe the Deal is void. 
, 16. If any Perfon throws his Cards upon 
the Table, with their Faces upwards, upon 
Suppofuion that he has loft the Game, if 
his Partner does not give up the Game, the 
Adverfarieshave it in their power to call any 
of thofe Cards, when they think proper, pro- 
vided they do not make the Party revoke. 
9 17 A and B are Partners againft C and 
D. A leads a Club, his Partner B plays 
before the Adverfary C; in this Cafe D has 
aright to play before his Partner C, becaufe 
B played out of his Turn. 

, 18. If any Perfon is fure of winning 
every 'Trick in his Hand, he may {hew his 
Cards upon the Table, but fhould it fo hap- 
pen that he has any lofing Card in his Hand, 
he is then liable to have all his Cards cal led ; 

* 19. No Perfon ought to afk his Part- 
ner whether he had played an Honour, 
while the Cards are playing. 

* 20. //and Bare Partners againft: C and ZX 
Pleads a Club, C plays a Spade, -Splays the 

King 
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King of Clubs, and D plays a Club, Cdifco- 
vers he has revokedbef ore theTrick is turn'd, 
%yery y What is the Penalty ? 

B may take up his Card again, and ft 
may D, and either A or JS have it in their 
Option to oblige C to play the higheft or 
loweft Card of the Suit led. 
„ 21. If any Perfon calls at the Point of 
8, and his Partner anfwers, and both the 
oppofite Parties have thrown up their 

Cards, and it appears that the other Side 
had not two by Honours, in this Cafe, they 

may confult with one another about it, and 
are at Liberty to (land the Deal or not. 
c 22. And if any body anfwers, when he 
has not an Honour, the adverfe Party may 
confult with one another about it, and are 
at liberty to ftand the Deal or not. 
» 23. No Perfon may take new Cards io 
the Middle of a Game, without the Confent 

of all Parties. 

. 24. The Dealer ought to leave to view 
upon the Table his trump Card, till it is 
his Turn to play, and after he has mixed it 
with his other Cards, nobody is entitled to 
demand what Card is turned up, but may 
ask what is Trumps ; this Con fequence at- 
tends fuch a Law, that the Dealer cannot 

name a wrong Card, which he otherwile 
might have done. 

End of .tbe Game of WHIST. 
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CHAP. L 

EC AUSE a Learner may be at a 
lofs to know the Rank or Order of 
the Cards, when Trumps or not, the two 
following Tables fhews them. 

Ttc Rank or Order of the Cards when not 

T rump. 

Clubs and Spades. Hearts and Diamonds* 



• Kinir, 


King, 


; Queen, 


Queen, 


1 Knave, 


Knave, 


"Seven, 


Ace, 




Duct\ 


: F;vc, 


Tr.ree, 


Four, 




'IT 


l\ve, 




Six, 




Seven, 


In a;! 






In all 10. 



lOO 
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The Rank or Order of the Cards when 



Trumps. 



Clubs and Spades. 



Hearts and Diamonds. 



Spadille, the Ace of ] Spadille, the Ace of 



Spades, 



Spades, 



Manille, the Duce j Manille, the Seven 

of Spades or of J of Hearts or of 



Clubs, 
Bafto, the Ace of 
Clubs. 



King, 

Queen, 

Knave, 

Seven, 

Six, 

Five, 

Four, 

Three, 

In all ii, 



Diamonds, 

Bafto, the Ace of 

Clubs, 
j Punto, the Ace of 
Hearts or of Dk- 
monds. 
King, 
Queen, 

Knave, 
Duce, 

Three, 
Four, 

Five, 
Six, 

In all 12. 



You may obferve by the foregoing Ta 
bles, that Spadille and Bafto are alwaj 
Trumps, therefore the ied Suits have & 
Trump more than the Black. 

There are three Matadores, viz, Sp; 
dillc, Manille, and Bafto. 

Therefor 
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Therefore, if an ordinary Trump is led, 
you are not obliged to play a Matadore 
upon it \ but if Spadille is led, and you 
fhould ManiJle or Bafto unguarded, you 
muft pUy it; alfo if Manille is Jed, and 
you Ihould have Bafto unguarded, it mult 
be played. 

The Order of'tbefalfe Matador es. 



Clubs and Spades. 

Manille, the Duce 

of Clubs or of 
Spades. 



Hearts and Diamonds. 

Manille, the Seven 

of Hearts or of 



Diamonds. 



afto, the Ace of , Bafto, the 



Ace 



Clubs, 



of 



Clubs, 



King, 

Queen, 

Knave, 
Seven, 

Si* 

Five, 
Four, 

Three, 
In all io, 



I 



Punto, the Ace of 
Hearts or Dia- 
monds. 

King, 

Queen, 

Knave, 
Duce, 

Three, 
Four, 

Five, 
Six, 

In all 1 1. 



You fee by the foregoing Table the Or- 



A 3 



Matadores 



We 
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We generally call them falfe Matadores, 
if we begin at B.\fto and fa proceed by 
Sequences to any Number. 

CHAP. II. 

I. 

THE firft thing to be done, after you 
have leen your Cards, is to aft 
Leave co pafs, or play, y^«j prendre \ and 
if you name a wrong Trump, you mu3 
abide by it. 

II. 

If all the Players pais, he who has Spa- 

dille is obliged to phy, but if he does no;' 
nuk'* three Tricks, he is not beaded. 

III. 

The Player ought to have a fair Proba- 
bility of winning three Tricks when he 
calls a King to prevent his being beaded. 

IV. 

Therefore we wi!i fetdown fuch Games 
only, as give a fair Chance to win the 

Game by calling a King, with Direftions 
at the End of each Cafe what Trump you 

are to lead. 



Calculation 
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Calculations necejfary to be underftood by 
thofe who have made fome Progrefs in 



the Game. 



I. 



I would know what is the Odds that my 
Partner holds one Card out of any two 
certain Cards ? 

Anfcer, That he hold one Card out of 
any two certain Cards is about 5 to 4 in 
his favour. 

II. 

I would al fo know what is the Odds that 
my Partner holds one Card out of any 
three certain Cards ? 

Anfwer* That he holds one Card out 
of any three certain Cards is about 5 to a 

in his favour. 



going Calculations. 



of the k 



I. 



That your Partner holds one Card out 

of any two certain Cards. 

Suppofe you fhouid hold one Matadore, 
it is by this Calculation evident, that it is 
5 to 4 in your favour that your Partner 
holds one ol the other two, and conlequent- 

ly you may play your Game accordingly. 
Again, luppole you call a King, and 

having a Knave and one fmall Card of a 
Suit in your Hand, by the foregoing Cal- 

F 4 culation, 
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culation, it is plain that you have 5 to 4 in 
your favour, that your Partner holds either 
the King or Queen of that Suit, and con- 
fequently you have the Odds in your fa- 
vour to win a Trick in that Suit. 

II. 

That your Partner holds one Card out 
of any three certain Cards. 

Suppofe you have no Matadore, but 
with the Affiftance of one of them you have 
great Odds of winning the Game you 
may obferve, by the foregoing Calculation, 
that it is about 5 to 2 that your Partner 
holds one of them, you having none. 

This Calculation may be applied to ma- 
ny other Cafes, very ufeful to the Player. 

Games in Red, which may be pkiycd^ 

calling a King. 

Spadille, Manille, two fmall Hearts 01 
Diamonds, the Queen of Clubs and one 
fmall one, and lour fmall Cards of tk 



other Suits. 



Lead a fmall Trump, 

II. 



Spadille, Manille, two fmall Hearts 01 

Diamonds, with the Knave and two fmall 
Clubs, and three fmall Cards of the other 



Suits. 



Lead a fmall Trump. 

III. 



^ Spadille, Manille, two fmall Hearts or 

Diamonds, 
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Diamonds, three fmall Clubs, and three 

fmall Cards of the other Suits. Lead a 
fmall Trump. 

IV. 

Spadille, Punto, King, Queen, and one 
fmall Heart or Diamond, three fmall 
Clubs, the Queen, and one Spade. Lead 
Punto. 

V. 

Spadille, Punto, King, Knave, and 
one fmall Heart or Diamond, the Knave 

and two fmall Clubs, and two fmall 
Spades. Lead Punto. 

VI. 

Spadille, King, Queen, Knave, and one 
fmall Heart or Diamond, with the Queen, 
Knave, and one fmall Club, and two fmall 
Spades. Lead the King of Trumps. 

VII 

Spadille, Three, Four, Five, and Six of 
Hearts or Diamonds, King of Clubs and 



Qu 



Hand, when 



you have the Lead play a fmall Trump, 
in the fecond Lead play Spadille. 

VIII. 

: Manille, Bafto, Punto, and two fmall 
^Hearts or Diamonds, three (mall Clubs, 
and the Knave and one Spade. Lead 

^Manille. 

A 5 IX. 
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IX. 

N. B. Manille, Balto, King, and two 



frnall Hearts or Diamonds, Queen and 
one (mail Club, and three fmall Spades, 
Lead Manille. 

X. 

A r . B. Manille, Bafto, Queen, and two 
fmall Hearts or Diamonds, Queen and 
two fmall Clubs, Knave, and one Spade, 
Lead Manille. 



XI. 



Manille 



Hearts or Diamonds, Queen and one fmall 
Club, Knave and two fmall Spades. Play 
a fmall Trump. 

XII. 



jV. B. Man 



Qc 



and one fmall Club, King and one (m 
Spade. Lead Manille. 

XIII. 

Manille, Punto, Queen and two final 
Hearts or Diamonds, Queen and one (ma 1 
Club, King and two fmall Spades. Pla; 
a fmall Trump. 



XIV. 



Man 



or Diamonds, Knave and one fmall Clut 
King, Queen, and one fmall Spade. Pla 

a fmall Trump, 

x 1 
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XV. 

Manille, and the four fmalleft Hearts or 
Diamonds, Queen, and one fmall Club, 
Kirfg, Queen, and one fmall Spade. Play 
a fmall Trump. 

XVI. 

■ 

N. B, Bafto, Punco, King, and two 

fmall Hearts or Diamonds, King and 
Queen of Clubs, Queen, and two fmall 
Spades. Lead Bafto. 

XVII. 

N. B. Bafto, Punto, Queen, and two 



Qu 



Qu 



Spades, Lead Bafto. 

XVIII. 

N. B, Bafto, Punto, and three of the 
fmalleft Hearts or Diamonds, King and 
Queen of Clubs, Queen, Knave, and one 
fmall Spade, Play a fmall Trump, 

XIX. 

Bafto, and the four fmalleft Hearts or 
Diamonds, King and Queen of Clubs, 
Queen, Knave, and one fmall Spade. 
Play a fmall Trump. 

N. B. Punto, King, Queen, and two 
fmall Hearts or Diamonds, King and 
Queen of Clubs, Queen, Knave, and one 
fmall Spade. Lead Punto, 

F 6 XXL 



f 
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XXI. 

Punto, King, and three fnull Hearts 
or Diamonds, King, and Queen of Clubs, 
Queen, Knave, and one fnull Spade. 
Play a fmall Trump. 

You are to obferve that thofe Cafe 
which are mark'd thus, ( N. B.) are very 

good Games to play, and that you have 
the Odds of your Side, to win thofe which 
are not marked. 

CHAP. III. 

| 

Games in Black which may be played^ call- 
ing a King. 

I. 

SPADILLE, Manille, and two fmall 
Clubs or Spades, the Knave and two 
fmall Hearts, and three fmall Diamonds, 
Lead a fmall Trump. 

II. 

JV. B. Spadille, Manille, and two fmall 
Clubs or Spades, Queen, and two fmall 
Hearts, three fmall Diamonds. Lead a 
fmall Trump. 

III. 

Spadille, Manille, and two fmall Clubs 
or Spades, three fmall Hearts, three fmall 

Diamonds. Lead a lmall Trump. 

IV. 

B. Spadille, King, Queen, and two 

fmall Clubs or Spades, with the Queen 

and 



I 
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and one fmall Heart, three fmall Dia- 
monds. Lead the King of Trumps. 

Spadille, King, Knave, and two fmall 
Clubs, Queen and two Diamonds, two 
fmall Hearts. Play a fmall Trump. 



VI. 



Q 

Qu 



two fmall Diamonds. PJay a fmaJl Trump. 

VII. 

Spadille, and the four fmalleft Clubs or 
Spades, King and one fmall Heart, Queen 
and two fmall Diamonds. Play a fmall 
Trump. 

VIII. 

Manille, Bafto, King, and two fmall 



e fmall Hearts, 
Lead Manille 



IX. 
Qu 



Hearts, Qu 



and one fmall Diamond. Lead Manille. 

X. 

Manille, Bafto, Knave, and two fmall 
Clubs or Spades, Knave, and one Heart, 

three fmall Diamonds. Lead Manille. 

XI. 

Manille, Bafto, and three fmall Clubs 
or Spades, Queen and two fmall Hearts, 
Knave and one fmall Diamond. Lead 

Manille. XII.. 
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XII. 

N. B. Manille, King, Queen, and two 
fmall Clubs or Spades, King, and one 
fmall Heart, Queen, Knave, and one 

fmall Diamond. Lead Manille. 

XIII. 

N. B. Manille, K:ng, Knave, and two 
fmall Clubs or Spades, King, and one 
fmall Heart, Queen, and two fmall Dia- 
monds. Lead Manille. 

XIV. 

Manille, King, and three fmall Clubs or 
Spades, Queen, and two fmall Hearts, 
King, and one fmall Diamond. Play a 
fmall Trump. 

XV. 

Manille, and the four fmalleft Clubs or 
Spades, King,Queen, and one fmall Heart, 
two fmall Diamonds. Play a fmall Trump. 

XVI. 

N. 5. Bafto, King, Q ! ?een, and two 
fmall Clubs or Spadts, Quten and two 
fmall Hearts, King and one fmall Dia- 
mond. Lead Bafto. 

XVII. 

A r . B. Bafto, King, Knave, and two 
fmall Clubs or Spades, Knave, and one 
Heart, King, and two fmall Diamonds. 
Lead Bafto. 

XVIII. 

N. B. Bafto, King, and three fmall 

Clubs 
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Clubs or Spades, King and Queen of 
Hearts, Queen, and two fmail Diamonds, 
Play a fmail Trump. 

XIX. 

Bafto, and four of the fmalleft Clubs or 
Spades, King and Queen of Hearts, 
Queen, Knave, and one fmail Diamond. 

Play a fmali Trump. 

XX. 

N. B. King, Queen, Knave, and two 
fmail Clubs or Spades, King and Queen 
of Hearts, Knave, and two fmail Dia- 
monds. Lead the King of Trumps. 

XXI. 

King, Queen, Seven, Six, and Five of 
Clubs or Spades, King and Queen of 
Hearts, Queen, Knave, and one fmail Di- 
mond. Lead the King of Trumps. 

You are to obferve that thofe Cafes 
which are mark'd thus (N. B.) are very 
good Games to play, and you have the 
Odds of your fide, to win thole which are 
not marked. 

A r . B. You are to call to your flrongeft 
Suits, except you have a Queen guarded. 
And, if you are elder Hand, you have a 
fairer Chance to win the Game than 
if middle Hand, becaufe you have an Op- 
portunity of leading a Trump, which fre-. 
quently makes your Adverfaries play a* 
galnft each other. 

CHAP. 
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CHAP. IV. 

Cafes calculated^ fhewing the Players tit 

Odds of winning the following Games at 
Quadrille, fans prendre and alfo Juch 
Games as ought not to he played fans 
prendre. 

Games in Blacky Elder Hand. 

I. 

THREE Macadores in Clubs, King 
and Six of Diamonds, King and Six 
of Hearts, King, Five and Six of Spades, 
Play Trumps to all the elder-hand Games. 

The above Game wins 27 to 4. 

II. 

Three Matadores and the Three of 
Clubs, King and Six of Diamonds, King 
and Six of Hearts, and two fmalJ Spades. 
The above Game wins 215 to 162, or 
about 4 to 3. 

III. 

Three Matadores, Three and Four of 
Clubs, King and Six of Diamonds, three 

fmall Hearts. Wins 291 to 86, or above 
10 to 3. 

IV. 

Three Matadores with the Three, Four, 
and Five of Clubs, two Imall Diamonds, 

and two fmall Hearts, Wins near 10 
to 1. 

V. 
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V. 



Manil! 



and Four of Clubs, two fmall Diamonds, 
two fmall Hearts. Wins 4895 to 3022, or 
about 8 to 5 . 

VI. 

Spadille, Manille, King, Three, Four, 
nnd Five of Clubs, two fmall Diamonds, 
two fmall Hearts. Wins about 8 to 5. 

VII. 

Spadille, Manille, King, Three, and 
Four of Clubs, King and Six of Dia- 
monds, and three fmall Hearts. Lofes 
j 514 to 1 125, or about 4 to 3. 

VIII. 

Spadille, Manille, Three, Four, Five, 
and Six of Clubs, two 'fmall Diamonds, 
and two fmall Hearts. Lofes 15 14 to 
1125, or about 4 to 3. 



IX. 



Manille 



of Clubs, King, and one fmall Diamond, 
and three fmall Hearts. Lofes 2234 to 
405, or about 11 to 2. 

X. 

Three falfe Matadores and Three of 
Clubs, King and Six of Diamonds, King 
and 6\x of Hearts, King and Six of 
Spades. Wins 215 to 162, or about 4 to 3. 



IX. 

Matadores 



of 
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of Clubs, King and Six of Diamonds, 
King, Six and Five of Hearts. Wins 291 
to 86, or above 10 to 3. 

XII. 

Three falfe Matadores, Three, Four, 
and five of Clubs, King and Six of Dia- 
monds, two fmall Hearts. Wins 1025 to 
106, or near 10 to 1. 

XIII. 

Manille, Bafto, Queen, Three, Four 
and Five of Ciubs, King and one fmall 
Diamond, two fmall Hearts. Wins 4895 
to 3022, or above 8 to 5. 

XIV. 

Manille, Bafto, Knave, Three, Four 
and Five of Clubs, King and one fmall 
Diamond, two fmall Hearts. Lofes 4162 

to 3755, or almoft 10 to 9. 

XV. 

Spadille, Three, Four, Five, and Six 
of Club?, King and one fmall Diamond, 
King of Spades, King and one fmall 
Hearr. He mud lead a fmall Trump, anJ 
his Chance then for winning is 1749 tc 
8oo, or near 2 to 1 for winning. 

XVI. 

Spadille, Three, Four, Five, Six, anc 
Seven of Clubs, King and one Diamond 
King of Sp.ides and King of Hearts 
Wins about 275 to 2. 



CHAP 
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CHAP. V. 

G a m e s 

I. 

TP H REE Matadores in Hearts, King 

J and one Diamond, King and one 
Sir.'jV, King and two Clubs. Wins 24 to 
11 . or about 2 to 1, 

II. 

Three Matadores and Three of Hearts, 

Kirg and one fmall Diamond, King and 
Qjtcn of Clubs, and two fmall Spades. 
Win. 7010 to 1 66 1, above 4 to i<.befides 
the Chance thu his Kings and Queen pafs, 
thoush he ihould not fetch out all the 



Trumps. 

III. 

Three Matadores and Three and Four 

of Hearts, King and 1 fmall Club, and 

tarce Diamonds, Wins almoft 4 to 3. 

IV. 

Three Matadores, Three, Four, and 
Five of Hearts, two fmall Diamonds, two 

fmall Clubs, Wins 291 to 86, or above 
10 to 3, 

V. 

Spadille, Manille, Punio, Q'leen, 

Three and four of Hearts, two fmall 

Diamonds, and two fmajl Clubs. Loies 
1706 to 1339, or above 5 to 4. 
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VI. 

Spadille, Manille, Punto, Three, Four 
and Five of Hearts, two final! Diamonds, 
two lmail Clubs. Lofes 1514, to 1125, 
or above 4 to 3. 

VII. 

Spadille, Manille, King, Three, Four 
and Five of Hearts, two fmall Diamonds, 
two fmall Clubs. Lofes 278 to 99, or 
about 14 to 5. 

VIII. 

Spadille, Manille, Three, Four, Five, 
and Six of Hearts, two fmall Diamonds, 
two fmall Clubs. Lofes above 3 to 1. 

IX. 

Spadille, Manille, Three, Four, Five 
and Six of Hearts, King and one Club, 
two fmall Diamonds. Wins 1S45 to 794, 

or above 9 to 4. 

X. 

Spadille, Manille, Two, Three, Four, 
Five, Six of Hearts, two fmall Diamonds 
one fmall Club. Wins above 9 toi, nearei 
10 to 1. 

XI. 

Four Matadores in Hearts, King am 
two fmall Clubs, King and two Ima! 
Spades. Wins about 16 to 1. That h 
fecches out the Trumps is 7206 to 146; 
near 5 to 1 befides the Chance for h 

King's pading, though the Trump fhoui 
not fall. XI 



it 
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XII. 

■ 

Three falfc Matadores and Three of 
Hearts, King and one fmall Club, King 
and one Diamond, King, and one fmall 
Spade. Lofes 5 79 1 to 2 8 8 o, or above 2 to k 

XIII. 

Three falfe Matadores, Three and Four 
of Hearts, King and one Club, King and 
two Spades. Wins 215 to 162, or about 
4 to 3. 

XIV. 

Three falfe Matadores, Three, Four, 
and Five of ftearts, Kino; an d one fmall 



Club, two fmall Spades. Wins 291 to 
86, or above 10 to 3. 

XV. 

Three falfe Matadores with the Knave, 
the Three, Four, and Five of Hearts, one 
fmall Diamond, two fmall Spades. 'Wins 
1025 to 106, near 10 to 1 ; but you are 
to fuppofe the Lead is to come into your 
Hand a fecond time, without trumping 
with a Matadore. 

XVI. 

Three falfe Matadoes with the Queen, 
the Three, Four, and Five of Hearts, one 
•fmall Diamond, two fmall Clubs. (As the 
former) wins near 10 to 1. 

XVIL 

Manilie, Bafto, King, Threr, Four and 

F i v e 
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Five of Hearts, King a n d one Diamond, 
two fmall Clubs. Loi'es 15 14 to 1125, or 
about 4 cq 3. 

XVIII. 

Manille, Bafto, Queen, Three, Feur, 
and Fife of Hearts, King, and one Club, 
two fmall Spades. Lofes 278 to 99, or 
near 3 to 1 . 

XIX. 

Manille, Bafto, 1 hree, Four, Five, and 
Six of Hearts, King and one Diamond, 
two fmall Clubs. Lofes 2639 to 405 or 
about 6 to 1. 

XX. 

Spadille, Two, Three, Four, Five and 
Six of Hearts, King and one Diamond, 
King of Spades and the King of Clubs, 
That he fetches out three Trumps bj 
playing Spadille, is above 4 to 1, ar.c 

confequently above 4 to 1 for winning, 

XXI. 

Spadille, Three, Four, Five and Six 0 

Hearts, King and one Diamond, KingaiK 
one Spade, and the King of Clubs. 

That three fure Tricks in Trumps!! 
againft the Player is 1384 to 1255, am 
confequently the Odds is againft his win 

ning the Game. 

If he plays the Game, he muft begi 
with leading a fmall Trump, for iffl 
plas s Spadille. he has no Chance ac all. 



Game of (Quadrille. ^119 

At his fecond Lead he ought to play 
SpadilJe, having the faireft Probability of 
winning the Game by that Method of PJay. 

, In all the Games of falfe Matadores, we 
!have fuppofed the Player is not dverruffed 
'before it comes again into his Hand. 
: JV. B. It you (hould have a Sans prendre 
Game, and it fhould be 5 to 4 for win- 
ding it, you are to confider that the calling 
,a King makes it a fure Game won, befides 
i the Chance of winning a Vole ; and there- 
fore, upon a ftridt Calculation, it is found 

'to be more advifeable to call a King in 
jfuch a Cafe. 

\ JV. B. A good Player may play a 
|weaker Game, either elder or younger 
[Hand, than middle Hand. 

Sfe>s£fe &bp rfe &2 tfe c!fe cfe cfe gfeefegfec5& 



CHAP. VI. 

LAWS <?/ 3LC7^ D R I L LE. 

I. 

WHOEVER names any Suit for 
Trumps, he mud abide by it, tho* 
;it fhould happen to be his worft Suit. 

I II. 

If a Card happens to be faced in Deal- 
ing you muft Deal again, except it is the 
jiaft uard. 

[ ^ III. 

• If you play with eleven Cards you pre 
fceafted. ' IV, 



1 
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IV. 

If you play Sans prendre, or have Ma. 

tadores, you are to demand them before 
the next Dealer has finiftied his Deal, other, 
wife you lofe the Benefit of them, 

V. 

If any Body names his Trump without 
aflcing Leave, he is obliged to play Sm 
prendre, unlets he is the younger Hand 
and v all the reft have pafs'd. 

VI. 

If any Body plays out of his Turn, thai 
Card played may be called at any time ir 
thatDeal, provided he does not revoke joi 
the Adverfaries may demand the Parcnei 
of him, who played out of his Turn, 01 
his own Partner, to play any Suit b 
thinks fit. 

VII. 

After the Game is won, if the Perfoi 
who won the fixch Trick plays a feventl 

Card, he is obliged to play for the Volt. 

VIII. 

If you have four Kings dealt you, yo 
are at Liberty either to call a Queen t 1 
one of your Kings, or to call one of you 
Kings but you are not to call the Quee 
of Trumps. 

IX. 

If any Body fc-p^rates a Card from \\ 

re 



1 
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reft, he ought to play it, if the adverfe Par- 
| ty has feen it, unlefs he plays Satis prendre. 

If the King called, or his Partner plays 
out of his Turn, no Vole is to be played for. 

i xr. 

j No Perfon is to be beaded for a Re- 
) nounce, unlefs the Trick is turned and 
I quitted ; and if any Perfon renounces, and 
\ it is dilcovered, if the Player /hould hap- 
| pen to be beaded by fuch Renounce, all 
\ the Parties are to take up their Cards and 



I play them over again 



XII. 

■ 

I If SpadilJc is forced to play, he is not 
i obliged to make his three Tricks, 

XIII. 

\ Whoever undertakes playing the Vole % 
|has the Preference of playing before him 
?who offers to play Sam prendre. 

\ XIV. 
\ If all Parties agree to it, before you be- 
[gin to play, let the Perfon have the Pre* 
erence of playing who plays for the molt 
ricks ; which will prevent fmall Games 
rom being played. 

! xv. 

I The Player is entitled to know who is his 
[King called, before he declares for the Vole. 
\ XVI. 
1 When fix Tricks are won, he who won 
! G the 
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the fixth Trick ought to fay, I play th* 
Vde or I do not play the Vole •> or ] 
afl; — and nothing elfe, 

XVII. 

He who wins the Vde is to take doub!; 
the Stake played for out of the Poo!. 

XVIII, 

He who afks leave (if elder Hand) ma; 
play Sans prendre, in Preference to an; 
of the other Players. 

XIX. 

If you have one King only, you ma; 
call ycurfelf, but mud w*fn fix Tricks. 

XX. 

If you play the King furrendered, \ 
mud win fix Tricks who demands tt 
King of any Body. 

XXI. 

He who has paficd once, (unlefs he h: 
Spadille,) has no right to play afcerwrn 
alfo, he who has alked the Queftion 
obliged to play, unlefs fbme Body ei 

plavs Sans prendre. 

XXII. 

If the Player, or his Friend, (hew the 
Cards before they have won fix Tricks, t 
Adversaries may call rheir Cards as th> 

pleafe, Ipecifving each Card, 

XXIII. 

Whoever has afked leave cannot p! 
Sans prendre, unlefs he is forced. 

xxr 
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XXIV. 

You arc at Liberty to look at the Tricks 

when you are to lead, but not otherwife. 

XXV. 

Whoever undertakes playing for the 
Vole, and does not iucceed, has a Right to 
the Stakes Sans prendre, and Matadores if 
he has them, having won his Game. 

XXVI. 

Forced Spadille cannot play for the Vole. 

XXVII. 

If any Perfon difcovers his Game, he 

is not entitled to play the Vole. 

XXVIII. 

If there happen to be two Cards of the 
fame fort, and found out before the Deal is 
ended, the Deal is void ; but not otherwife. 

XXIX. 

No Body is to declare how many 
Trumps are played out, 

XXX. 

He who plays, and does not make three 
Tricks, is to be beafted alone, unlefs he 
plays forced Spadille. 



End of Qjj a d R it u. 
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CHAP. I. 

General Rules for placing at 

P I Q^U E T. 

O LI are to play by the Stages 
of your Game \ what is meant 
by them is, that when you are 
backwards in the Game, or 

behind your AJvenary, you 
are to play a pufhmg Game, otherwife ycu 

are to make twenty- feven Points elder 

Hand, and thirteen Points younger Hand ; 
and you are always to compare your Game 
with your Adverfary's, and difcard ac- 
coidingly. 

G 4 Ih 




128 A Treatife 0/2 P i qjj E T. 

II. 

You are to difcard in expectation of 

winning the Cards, which is fo effential a 
Part of the Game, that it generally makes 
twenty-two or twenty-three Points diffe- 
rence ; therefore you arc not to difcard for 
low Shtatorze^ fuch as three Queens, three 
Knaves, or three Tens, becaufe in any o{ 

thefe Cafes, the Odds are three to one, el- 
der-hand, that you do not fucceed, and 
feventeen to three younger Hand ; for let 
us fuppofe you fhould go for a Quatont 
of Queens, Knaves or Tens, and throw 
out an Ace or a King, by fo doing you 

run the Rifle of lofing above twenty 
Points in expectation of winning fourteen 
Points. 

III. 

At the beginning of a Party you are to 
play to make your Game, which is twenty- 
feven Points elder Hand, and thirteen 

Points younger Hand : therefore fuppofe 
you are elder Hand, and that you havea 
7~ erce-jnajor and the Seven of any Suit, it 
is five to two but that you take in one Catd 
out of any four certain Cards therefore 
fuppofe you (hould have three Queens, 
three Knaves, or three Tens, you are in 
this cafe to difcard one of them preferably 
to the Seven of fuch a Suit, becaufe it is 

three to one that you do not take in any 

one 
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one certain Card elder Hand to make you 
a Quatorze^ and confequentiy you difcard 
the Seven of fuch a Suit to a great Difad- 
vantage. 

IV. 

If your Adverfary is greatly before you 
in the Game, the Confideration of winning 
the Cards mud be put quite out of the 
Queftion : therefore fuppofe you Ihould 
have a Quart to a Queen, or a Quart to a 
Knave ; in which Cafe it is only about five 
tofour,beingelder Hand, butthat you take 
in a Card to make you a Quint* and abouc 
three to one but that you take in a Queen, 
a Knave, or Ten, and fliould you have 
three of either dealt you, it is good play 
to make a Pufh for the Game, particular- 
ly if it is fo far advanced as to give you 
but little Chance forM. in another Deal ; 
and in this, and other Cafes, you may have 

recourfe to the Calculations afcertaining 
: he Odds. 

V. 

To gain the Point, generally makes 
ten Points difference \ therefore when you 
difcard, you mud endeavour to gain ir, 

but not nfk the lofing of the Cards by lb 
doing, 

VI. 

The faving of your Lurch, or the lur- 
ching of your Adverfary, is fp material, 

G 5 that 
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that you ought always to rifk fome Points 

to accomplifti either of them. 

VII. 

If you have fix Tricks with any win- 
ring Card in your Hand, never fail play, 
ing chat Card, becaufe at lead you play c- 
leven Points to one againft yourfelf by fo 
doing, unlefs in Play you difcover what 
Cards your Adverfary has laid out. 

VIII. 

If you are greatly advanced in the Game, 
as fuppofe you are eighty to fifty, in that 
Cafe it is your Intereft to let your Adver- 
fary gain two Points for your one as often 
as you can, efpecially if the next Deal you 
are to be elder Hand but if on the con- 
trary, you are to be younger Hand, and 
are eighty-fix to fifty or fixty, never regard 
the lofmgtwo or three Points for the gain- 
ing of one \ becaufe that Point brings you 
within your Shew. 

J IX. 

The younger Hand is to play upor 
the Defenfive » therefore, in order to mafe 
his thirteen Points, he is to carry Terw 
Quarts 1 and efpecially to ftrive for th 
Point : but fuppofe him to have two fa 
ccs from a King, Queen, or Knave, as J 
is twenty- nine to twenty-eight that he lot 
cecds, he having in that Cafe four certai 

Cards to take In to nuke him a §uarl\ 

eitbi 
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chcr of them, and, perhaps, thereby fave 

Pique, &c. he ought preferably to go for 
lit which he has the mod Chance to fue- 
led in : But if inftead of this Method of 

lay, he has three Queens, Knaves, or * 

.ens, and fhonld attempt to carry any of 
[hem preferably to the ethers, the Odds 
[hat he does not fucceed being fevenceen to 
;hree againft him, he confequently difcards 
0 a great Difadvancage. 

X. 

The elder or younger Hand, is fome- 
imestofink one of his Point, a Terce 9 or 
:hree Kings, Queens, Knaves, or Tens, 
in hopes of winning the Cards ; but that 
is to be done with Judgment, and with* 
ut htfitating. XI. 
It is often good Play for a younger 

and not to call three Queens, Knaves, 
ic. and 10 link one Card of his Point, 
(which his Adverfary may fuppofe to be 
fa Guard to a King or Queen. 

XII. 

The younger Hand having the Cards 
[equally deait him, is not to take in any 
jCard if" thereby he runs the Rifk of lofipg 
jthem, . unlefs he is very backward in [uc 
Gam: , and has then a Scheme fui :> 



Game. XIII. 

If ;he younger Hand has a pj*;bc.:^!i:y 
of m; ina or i 1 ":::. the ( •■" 5 ^ 
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Difcard : As for Example ; Suppofc he 
fliould have the King, Queen, and Nine 
of a Suit, or the King, Knave, and Nine 
©F a Suit in this Cafe he may difcard either 
of thofe Suits, with amoral Certainty of 
not being attacked in them, and the Odds 
that he does not take in the Ace of either 
of thofc Suits being againft him, it is not 

* -worth his .while to difcard otherwife in ex- 
pectation of fucceeding. 

XIV. 

The younger -Hand having three Ac« 
dealt him, it is generally his beft play to 

throw out the fourth Suit* 

XV. 

The younger Hand is generally to carry 

Guards to his Queen-Suits, in order to 

make Points, and to fave the Cards. ' 

XVI. 

When the younger Hand obferves that 
the elder Hand, by calling his Point, ha! 

five Cards which will make five Tricks 
in play* and may have the Ace and Queen 

of another Suit, he ihould throw away ik 
Guard to that King, efpecially if he has put 
out one of that Suit, which will give him 
an even Chance of faving the Cards. 

XVII. 

If the elder Hand has a S$uart to a King 

dealt him, with three Kings and three 

Queens, 
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Queens, (including the King to his Quart) 
and that he is obliged to dilcard, either one 
of his Quart to the King, or to difcard a 
King or Queen* 

Query. Which is beft for him to difcard? 

Anfwer. The Chance for taking in the 

Ace or Nine to his Quart to a King, being 
one out of two certain Cards, is exaftly e- 
qual to the taking eithera King or a Queen, 

having three of each dealt him 5 therefore 
he is to difcard in fuch a manner as gives 

him the faireft Probability of winning the 

Cards. 

The foregoing Cafe may be a general 
Direction to difcard in all Cafes of the 

like Nature, either for the elder or young- 
er Hand. 

XVIII. 

Suppofe the elder Hand has taken in 
hfe five Cards, and that he has the Ace, 
King, and Knave of a Suit, having dis- 
carded two of that Suit : He has alio the 
Ace, King, Knave, and two fmall Cards 
of another Suit, but no winning Cards in 
the other Suits. 

Query. Which of thefe Suits is he to 
play from, in order to have the faireft 
Chance of winning, or faving the Cards ? 

Anfwer. He is always to play from the 

Suit of which he has the feweft in Num- 
ber - 9 becaufe, if he finds his Adverfarv 

guarded 
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guarded there, the Probability is in his Fa- 
vour that he is unguarded in the other 
Suit; and fhould he play from the Suit of 
which he has the moft in Number, and 
finds his Adverfary's Queen guarded, in 
that Cafe he has no Chance to fave or win 
the Cards. 

XIX. 

If the elder Hand is fure to make the 

Cards equal, by playing of them in any 
particular Manner, and is advanced before 
his Adverfary in the Game, he is not to 
rifk the lofing of them but if his Ad- 
verfary is greatly before him, in that cafe 
k is his Intereft to rifk the lofing of the 
Cards, in Expectation of winning of them § 

CHAP. II. 

Particular Rules a?id Cases. 

I. 

CUPPOSE you are elder Hand, and 
that you have dealt you a Quart-ma- 
jor, with the Seven and Eight of Clubs, 
the Kins; and Ten of Diamonds, the King 



and N;ne of Hearts, with the Ten and 

Nine of Spades. 

Query. Whether you are to leave a Cacd, 

by carrying the Qucrt-mijor and two 



more of >:he fame Suit fur the Point, vvuh 



; to 
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two other Kings; or to throw out one 
Card of your Point ? 
Jnfwer. If you throw out one Card of 

your Point, there is a poflibility that you 
reckon only five Points, and that your 
Adverfary may win the Cards, by which 

Event he gets eleven Points, befides his 
three Aces, &c. which gives you a bad 

Chance for the Game : But by leaving a 
Card, and admitting that one Card of 
Confequence lies in the five Cards which 
you are intitled to take in, it follows, that 
you have four Chances to one againft lea- 
vingthat Card, and confequently it is your 
Inrereft to leave a Card 5 the Odds are alfo 
greatly in your Favour, that you take in 
lbme one of the following Cards in four 
Cards, viz. there are two to your Point, 
three Aces, and one King. 

II. 

If you fhould happen to have the Ace, 
King, and four fmal! Cards of any Suit, 
with two other Kings, and no great Suits 
againft you, the like Method of the former 
Cafe may be pra&ifed. 

III. 

Suppofe you fhould have the King, 

Queen, and four of the fmalieft Clubs, the 

King and Queen of Diamonds, the Ace 
and Kn.ive oi Hearts, and the King and 

Nine of Spades. 

£>very y 
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Query. How are you to difcard, with 5 
Probability of making the mod Points? 

Anjwcr. You are to throw out the 
Queen and four fmall Clubs, and to carry 
three entire Suits, with the King of Clubs; 
for this Reafon, becaufe the Chance for 
your taking in the fourth King, is ex- 
aflly the fame as the Chance of taking in 
the Ace of Clubs -> in either of which Ca- 
fes it is three to one againft you : Bat if 
you fail of taking in the fourth King, by 
difcarding thus, you have a fair Chance 
to win the Cards,which will probably make 
twenty-two Points Difference. But fhould 

you difcard with an Expectation of taking 
in the Ace of Clubs, and fhould happen 
to fail, you being obliged to throw out 
fome of your great Cards, you would have 
a very diftant Chance of either faving or 
winning the Cards. 

IV. 

Suppofe you fhould have the King and 
Queen of Clubs, a Terce-major in Dia- 
monds, Queen and Knave of Hearts, and 
a Quint from the Knave in Spades. 

Query. How are you to difcard with 2 
Probability of making the moft Points? 

Anfwer.Yow are to throw out the Ofyht 
to a Knave in Spades, in order to make 
the moft Points-, becaufe, let us admit 

that your Quint is good for every thing 

after 
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after you have taken in, you iiwhat Cafe 
only fcore nineteen Points, if you carry it, 
and you probably give the Cards up, and 
5 alfo the Chance of a Quaiorze of Queens, 
[befides a great Number of Points in play; 
[and confequently, by carrying the Quint r 
j you would difcard to a great Difad vantage. 
* V 

Suppofe you have the King, Queen, 
f Seven, Eight, and Nine of Clubs; the 

Queen, and Knave of Diamonds the 



Queen, Ten, and Nine of Hearts 
lAce and Nine of Spades. 



! Anfaer. You arc to difcard the King, 
jSeven, Eight, and Nine of Clubs, and the 
Nine of Spades, by which means you do 
not only go for three Suits, but you have 
the fame Chance for taking in the fourth 



(Queen as you would have to take in the' 

I Ace of Clubs: Befides, the Probability of 

winning the Cards is greatly in your Fa- 
vour by this Method of difcarding. 

VI. 

Suppofe you have the Queen, Ten, 
Nine, Eight, and Seven of Clubs ; the 
Knave and Ten of Diamonds; the King, 
Queen, and Knave of Hearts, with the 
Ace and Nine of Spades. 
1 Query. How are you to difcard ? 
Anfwer. You are to difcard the five 

Clubs s 
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Clubs becaufe ic is three to one that you 
do not take in the Knave of Clubs, and the 
carrying three entire Suits ^svesyou a fairer 
Chance to lcore mors Points. 

VII. 

Sappofe you have the Ace, Queen, and 

Knave of Clubs the King, Qijeen, and 
Knave of Diamonds; the Qu^n and 

Knave of Hearts, with the Ten, Nine, 

Eight, and Seven or Spades. 

Query. How are you to difcard ? 

Anfaer. You are to difcard the Ace of 
Clubs and the four Spades, becaufe it is 

only five to four but that you take in a 
Queen or a Knave: It is alio about three 
to two that you take in an Ace : You have 
alfo three Cards to your T erce to a King 
to take in, viz. the Ace and Ten, or the 
Ten and Nine, to make you a Qjtint ; all 

which Circumitances considered, you have 
a fair Probability of making a great Game; 
whereas if you fhould leave a Card, by 
throwing out the four Spades only, you 
run the Rifk of leaving one of the follow- 
ing Cards, viz. the King of Clubs, the 
Ace ot Diamonds, the Ace, Queen, or 
x Knave of Spades in any of which Cafes 
you would probably lofe more Points 
than by throwing out the Ace of Clubs; 

and if you fhould carry two Suits, viz. 

three 



f 



fyeatife on Piquet. 139 



Q 



ree Clubs, three Diamonds, and the 
ueen of Hearts, you run the Rifk of put- 
ter out fourteen Points ; and it is only 

e to four againft your taking in a 
[ a Knave, and therefore you would dif- 

rd to a great Difad vantage, 
i VIII. 
■ Suppofeyou have the King, Queen, and 
ten of a Suit, and that your Adverfary 
\$ the Ace, Knave, and one imall Card 
that Suit y and that you have only thofe 

iree Cards left, and you are to make three 

joints of them. 

t Qiiery. What Cards are you to play ? 
ijnftver. You are to play the Ten. 

; ix. 

[Suppofe you have the Ace, Queen, Ten, 
fine of Clubs; alio the King, Queen, 
fcn, and Nine of Diamonds. 
Query. Which of thefe Suits are you to 
rry, in order to have the faireft Proba- 
cy of fcoring the greateft Number of 
bints ? 

Anfvier. You are to carry the King, 
een, Ten, and Nine of Diamonds, be- 
jufe the Chance of taking in the Ace of 
iamonds is exaftly equal to that of ta- 
in the King of Clubs ; and alfo the 
ance of taking in the Knave of Dia- 
nds is equal to that of taking in the 

ave of Clubs ; by which manner of dif- 

carding, 
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carding, you have a Probability of {coring 
fifteen Points for your <$uint in Diamonds 



inftcad 



9i 



Clubs, and the Chance for winning in 
Cards is better, becaufe by taking in tic 
Ace of Diamonds you have feven Tricks 

certain, which cannot happen by taking 
in the King of Clubs.* 

Suppofe you have four Aces, and twt 
Kings dealt you younger Hand, in ordei 
to capot the elder Hand, you are to maki 
a deep Difcard, fuch as the Queen, Tea 
and Eight of a Suii ; by which means,i 
you happen not to take in any Card k 
fuch Suit, you may probably capot tk 
Adverfary. 

XL 

Suppofe, elder Hand, that you have tl 
Ace, Queen, Seven, Eight, and Ninei 
Clubs; alfo the Ace, Knave, Seven, Eigh 
and Nine of Diamonds. 

Query. Which Suit are you to carr 
in order to make the moft Points? 

AnfaerXou are to carry the Ace, Kna'J 
Seven, Eight, and Nine of Diatnonc 
becaufe the taking in the King of D 
roonds is equal to the taking in of I 
King of Clubs, and confequently as go 
for winning the Cards ; but you have! 

Chance of taking in the Ten of Diamor 
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0 make you fifteen Points, which Event 
annot happen by taking in any one certain 
; a rd in Clubs. 

XII. 

Suppofe, elder Hand, that you have 
:he Ace, Queen, Seven, Eight, and Ten 
f Clubs ; alfo the Ace, Knave, Seven, 
jght, and Ten of Diamonds. 
gnery. Which Suit is beft to carry ? 
Anjwer. You are to carry the Ace, 
Knave, Seven, Eight, and Ten of Dia- 
onds, becaufe the Chance of taking in 
he King of Diamonds is equal to the 
hance of taking in. the King of Clubs, 
nd confequently as good for winning the 
ards ; but you have an additional 
Chance of taking in the Nine of Dia- 
monds to make you fifteen Points, which 
Event cannot happen by taking in any one 
(certain Card in Clubs. 

XIII. 

Suppofe you have the Ace, Queen, Ten, 
fend two more of a. Suit \ alfo the Ace, 
Queen, and Ten of another Suit only. 
And let us fuppofe, that ycur Adverlary 
taslhewnfix Cards for his Point; fuppofe 
the Ace, Queen, and four fmall ones, and 
fuppofe you are guarded in that Suit; as 
foon as you have the Lead, you are to 
play from the Suit of which you have the 

fewcft in Number, becaufe if he is guard- 
ed 
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ed in that Suit, he is probably unguarded 
in the other Suit * but ihould you begin 
with the Suit of which you have the moil in 
Number, if he happens to be guarded there, 
you have then no Chance to win the C a rd s . 
which may prove otherwife, if you begin 
with the Suit of which you have the f ew . 
eft in Number. If he is guarded in both 
Suits, you have no Chance to win the 
Cards. 

CHAR III. 

Some Computations, directing with morel 

Certainty how to difcard well m 



Hand, 



I. 



THE Chance of an elder Hand's taking 
one certain Card is 3 to i againfl. him, 

II. 

That of his taking two certain Cards is 

1-8 to 1 againft him. 

III. 

I would know what are the Odds that 
an elder Hand takes in four Aces ? 

Anfwer. That he takes ; againft him. for kia 
in 4- Aces is - - f 968 to I 



s 



At leaft 3 of them is about 33 to 1 

2 of them 3 to 1 

1 of them 2 to 5 

IV 
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IV. 

If an elder Hand has one Ace dealthim» 
what are the Odds that he takes jn the o- 
ther three ? 

Anlwir. That he takes 7 a 6 amft h: >n- f <»-h;m 

in the 3 Aces J "3 "> I 

At leaft 2 of them about 6 to i 

i of them 2 to 3 

V. 

If an elder Hand has two Aces dealt 
him, what are the Odds that he takes in 

the other two? 
Anfwer. That he takes lagainfthim. for him 

in the other 2 Aces is - J 18 to 1 

At ieaft 1 of them is 
Dear 5 to 4 againfthim, £21 to 17 

or 

VI. 

In cafe the elder Hand has two Aces and 
two Kings dealt him, what are the Odds 
that he takes in either the two Aces or 

two Kings remaining ? 

- againft him. for him 

Anfwer. It is about 17 to 2 

VII. 

Elder Hand having neither Ace nor 
King dealt him, what is his Chance to 
;ake in both an Ace and a King in 2, 3, 
, or 5 Cards ? 

agaisft him. for hinj 

Anfwer, In 2 Cards is about 1 1 to 1 

In 
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In 3 Cards 4 to 1 

In 4 Cards 9 to j 

In 5 Cards 33 to m 

VHI. 

What are the Odds that a younger 
Hand takes in two certain Cards ? 

againfl him. fothin 

Anfwer. - - 62 tc 1 

What are the Odds that a younger 
Hand takes in three certain Cards ? 

againft him. for tin 

Anfwer. - - - - 11 39 t0 1 

IX. 

The younger Hand having no Ace 
dealt him, what Chance has he for his ta* 
king one ? 

againft him. for hia 

Anfiver. Tt is - 28 10 20 

X. 

If the younger Hand has one Ace da 

him, what are the Odds of his taking i 
one or two of the three remaining Aces? 



Anfwer. That he takes ^agaiaft him. ft 
in two ot them is about J 2 1 to 

At leaft one of them 3 to 



XL 



What 



fori 



Hand takes in one certain Card ? 

Anfwer. That he does ^a>ft him. 
not take it in, is - - > J 7 10 

What is the Odds of a Quart-Blam 

againft him. for 

Anfaer. - - 1791 to 

C H A 
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CHAP. IV. 
Explanation *W Applica- 
tion of the foregoing Calculi 



tions. 



I. 




S by the firft Calculation it is three to 

one, that being elder Hand, you do 

not take in one certain Card ; you have, 
1 therefore, a better Chance of advancing 
: your Game, by carrying two Suits for 
1 Points and the Cards, than by aiming at 

'Qiuitorze of Queens, Knaves, or Tens. 

II. 

Second Calculation ; to take in two 
[certain Cards elder Hand, is eighteen to 
ne againft you. 

Therefore fuppofe you have a Quart- 

mjor, and two other Aces dealt you, the 
dds that you do net take in the fen to 
our Quart-inapt^ and the other Ace, is 
ighteen to one againft you ; but that you 
take in one of them, is only twenty-one to 
jeventeen againft you. And fuppofe you 
ave three Aces and three Kings dealt you, 
ic OJds are eighteen to one againft you, 
king in the other Ace and the other 
! 'g \ yet it is not much above five to 
ur but that you t:;ke in one of them. 

H TV 
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This Example (hews, bow you are to dii- 
card in Cafes of the like Nature. 

III. 

The Odds in taking in four certain 
Cards, as four Aces, &c. being nine hun- 
dred and fixty- eight to one by the third 
Calculation, is to great a Chance of not 
fucceeding, that it is lcarce worth further 
Notice. 

But to take in three Cards out of any 
four certain Cards, elder Hand, is only 
thirty-three to one againft you. 

Example. 
Suppofe you have two Aces and two 
Kings dealt you, the Odds of taking thr« 
of them out of four certain Cards, fuch 
as two Kings and one Ace, or two Aces 
and a King, are only thirty-three to one 

againft you. 

But fuppofe you fiiould want to take 
in any tw6 out of four certain Cards, fuch 
as the Queen of Clubs, the Ten of Dia- 
monds, the Ace of Spades, and Knave ol 
Hearts, being elder Hand, it appears bj 
the Calculation to be three to ore again* 
you ; and the Odds are the fame for any 

two out ot four certain Cards. 

But if, being elder Hand, you onlf 
want one Card out of four, the Oddsarc 

five to two in your Favour, that you tab 
it in. Therefore, if you have four Ten? 
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Ace 



Quatorze 



that, being elder Hand, you take in one 

Ace, and ought to play- your Game accord- 
ingly. But you muft always confiderthe 
Difadvanrage either oflofing the Cards, or 
even the R ilk of a Capot, which you run 
the Hazard of, by fpoiling your Hand, 
with keeping four Tens when they are 
not good. 

IV. 

By the fourth Calculation; if you have 
one Ace dealt you, it is one hundred and 
thirteen to one, that you do not take in 
the three others forty-nine to eight, or 
about fix to one, thac you do not take in 
two out of the three * but that you take 
in one out ot the three, is about three to 
two in your Favour, or one hundred and 
thirty- feven to ninety-one. 

As for Ex A MP L E, 

You have a Quart from a King, and 
two Kings rpore dealt you, as it is three 
to two that you take in either Ace or 
Nine to your Quart to the King, or the 
fourth King, a* you have the Chance of 
reckoning fourteen or fifteen Points by this 
Method of difcarding : You ought to play 
accordingly, and this Method fhews you 
how to play any Hand of the like Sorr. 
But if you fhould difcard, with an Ex- 

H i Deflation 
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peftation of taking in two Cards out of 
three certain Cards, the Odds againft fuch 
an Even: being above fix to one *, your 
Game muft indeed be very defperate, if 
you attempt to difcnrd to that Purpofe, 
The Chance of taking in three certain 
Cards being one hundred and thirteen to 
one, is a very diftant Chance, yet even 
fuch does happen fometimes, but ought 
never to be ventured upon, but when a 

Man has no other Refource in the Game. 

V. 

The fifth Calculation is, that if you 
have two Aces dealt you, it is eighteen 
to one that you do not take in the two 
oiher Aces but only feventeen to twenty- 
one that you take in one of them : Let us 

illuftrate th^ ufe of this by an Example; 



2i 



greaily behind your Adverfary in the 
G-ime: To take in the Ten to your 
Quart-major is three to one againft you \ 
but to take in the Ace or Nine to your 
Quart to the King, is only about five to 
four aga : .nfl you. 

Alio, by the fame Rule, fuppofe you 

have three K.ngs and three Queens dealt 
you, the CXids of your taking in both a 



ae;ain(l 
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againft you ; but that of your taking one 
of them, is only five to four againft you. 

All other C.ifes of the like Nature may 
be difcarded by this Method o\ Calcula- 
tion. 

VI. 

As, by the fixrh Calculation, it is feven- 
teen to two that you do not take in two 
certain Cards out of four, fuch as two 
Kings, two Queens, &c. You mull not, 
therefore, confound this with the third Cal- 
culation, where the Odds are not above 
three to one that you take in two Cards 
out of the four. 

VII. 

Having neither an Ace nor a King 
dealt you, what are the Odds of your tak- 
ing in both an Ace and a King in two, in 
three, -in four, or in five Cards i 

Anfwsn To take in an Ace and a King. 

agiinft you, for you 

In 2 Cards is about 11 to 1 
In 3 Cards 4 to 1 

I:: 4 Cards 9 to 5 

, In 5 Cards 3^ to 3 1 

I You may obfervc, by the foregoing Ca- 
lculation, what are the Odds of taking in 
two, three, four, or five Cards out of any 
eight certain Cards, and confequently dif- 
fcard to the greateft Advantage. 

H 3 The 



1 
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The foregoing Calculation is either for 

the elder or younger Hand. 

Exam p l e. 
Let us fuppofe ihe younger Hand to 
have two Qnatorze againft him, he may 
©bferve, that it is not above four to one 
but that he takes in one of each of thtm. 
The hke Rule may ferve for any other 
eight certain Cards. 
* VIII. 

As by the eighth Calculation it is fixty. 
two to one that the younger Hand does 
not take in two certain Cards, which 
Event happening, he ought not therefore 
to run the Hazard of fo great a Chance, 

but when his Game is defperate, and does 
*ot promife him another Deah 

IX. 

By the ninth Calculation, as it is twenty- 
nine to twenty-eight that the younger 



Hind takes in one Ace, navmg noi.e uw* 

hi,n : The Calculation is the lame for any 

Card out of tour certain Cards. 

As for Example. 
Suppofe you have two Quarts dealt 
vou from the King or Queen of any Suit, 
it is the fame Odds ot twenty- nine to 

rwentv-eiohr, but that you take in a Card 
rSe Sne'ofthem a $uin! and there- 
fore you are to difcard accordingly. 

- As alfo, that you take in either^ 
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King* Queen, Knave, of any one Suit, 
w hen a Pique or a Repique is againft 

you - X. 

The Tench Calculation is, that if the 
yotanger Hand has one Ace dealt him, ic 
is twenty-one to one that he does not take 
in two Aces, and about three to two that 
he does not take in one of them ; which 
Calculation holds good in the taking in 
any three other certain Cards. Therefore, 
for Example, let us fuppofe, that as ic is 
but three to two againft the younger 
Hand's taking one Card out of three to 
fave a Pique, or a Repiqu-, it would gene* 
rally be reckoned good Play either to 
throw one from his Point, or difcard 

a King, 6f<\ for the Event of fuch a 
Chance. 

XL 

By the eleventh Calculation it is feven- 
teen to three, younger Hand, againft your 
taking in any one certain Card ; therefore, 
the Odds of not fucceeding in this Cafe 
are fo greatly againft you, that it ought 
not to be attempted, efpecially if the 
winning or faving the Cards is riflced by 

fo doing, except in defperate Cafes, 

H 4 CHAP. 
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CHAP. V. 

CASES of Curiosity am 

Instruct ion. 



r 



CUPPOSE you are younger Hand, and 
Y chat you have the Queen, Knave, 
"even, E:ght,and Nine of Clubs , alfoihe 
S.*ven, an;! Eight of Diamonds, theScv;n 
ot Hearts, and "the Ten, Nine, Eight and 
Seven ot Spades ; and that the elcer 
Hand his let t a Card : 

Query. How are you to difcard, to put 
it : *n the Power of the Cards to repique the 
elder Hand ? 

Anf&sr. You are to carry the five 
Clubs and the lour Spades, and to leave 
a Card \ and by taking in the Ace, King, 
and Ten of Clubs, you repique your 

Adverfary, 

II. 

Suppofe you have eight Clubs, the 
Ace and King of Diamonds, the Aceoi 
Hearts, and the Acc of Spades : 

jery. Whether you repique the young- 
er Hand, or not ? 



tfwer. The younger H 



a Qiiart-blancbc* by having three Quark 
from a Ten, which reckons firft ; an, 
therefore he is not repiqued. 

Ill 
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III. 

What is the higheft Number to be 

made of a Pique ? 
Anfwer. Eighcy-two'Points. 
What are the Cards which compofe 

that Number ? 
Anfwer. A Quart-major in Clubs, a 

Quart major in Diamonds, Ace, King, and 

Ten of Hearts, with the Ace of Spades. 

This is only upon Suppofition that 

the Quarl-tnajor is good for every thing. 

IV. 

What is the higheft Number to be 
made of a Repique and Capot ? 

Anfwer. A hundred and feventy Points. 

What are the Cards which compofe 
that Number ? 

Anfwer. The four Terce mjjors^ which 
are fuppofed to be good for every thing. 

V. 

Suppofe you are elder Hand and that 
you want eight Points of the Game, and 
that the younger Hand wants twenty- 
three Points ; and fuppofe you have dealt 
you the Ace, King and Queen of Clubs 
the Ace, King, and Ten of Diamonds; 
the Ace, Knave, and Nine of Hearts i 
the Knave, Nine, and Seven of Spades: 

Query, How are you todifcard, to pre- 
vent any Poffibility of the younger Hand's 

H 5 making 
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making twenty three Points, and he is not 
to reckon a Chartc-blanche. 

Anfwer. You are to difcard the King 
and Qaeen of Clubs, and the Knave, Nine, 
and Seven of Spades ; by which Method 
of dilcarding you arc certain to make 
eight Points, before the younger Hand 
can make twenty-three Points. 

VI. 

Suppofe you have the Ace, Queen, and 
Knave of Clubs, with the King and Ten 
of Diamonds ; and fuppofe your Adver- 
fary has the Ace, Queen, and Knave of 

Diamonds, and the King and Ten of 
Clubs, your Adverfary being to lead, i$ 
to make- five Points, or to lofc the Game, 

Query. How fhall you play to prevent 
him from making of five Points ? 

Anfwer. When he plays his Ace of 
Clubs , you are to play your King of 
Clubs \ by which means he can make 
Only four Points. 

VII. 

A and 5 plays a Partie at Piquet. 

They are one Game each of the Partie. 

A has it in his Power to win the fecond 
Game ; but then he is younger Hand at 
tke Beginning of the next Game. 

A has it alfo in his Power to reckon 
enly ninety-nine Points of the fecond 
Game, and B is to be feventy : 
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Query. Whether it is A'$ Intereft to win 
the iecond Game or not ? 

Jnfwer. It is J's Intereft to win the 
fecond Game, in the Proportion of four- 
teen to thirteen in his Favour. 

CHAP VI. 

Computations for laying Money 
at the Game at Piquet. 

I. 

T is five to four that the eldeft Hand 




wins the Game. 



II. 



It is about two to one that the eldeft 
Hand dots not lurch the younger Hand. 

III. 

It is near four to one that the younger 

Hand does not lurch the elder Hand. 

Suppofe A and B ?nakea Partie at Piquet, 

I. 

A has the Hand ; what's the Odds that 
A wins the Partie ? 

Anftver. It is about twenty-three to 

twenty. 

n. 

If A has one Game, and B one Game, 
he who is eldeft Hand has above five to 
four to win the Partie. 

III. 

If A has two Games Love before they 



H6 



cut 
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cut for the Deal, the Odds are above four 
to one that he wins the Partie. 

IV. 

. If A has two Games Love, and A has 
the Hand, the Odds are about five to one 
that he wins the Partie. 

V. 

If B has the Hand when A is two Love, 
the Odds in Favour of A are about three 
and a half to one. 

VI. 

If A has two Games, and B one, be- 
fore they cat, the Odds in favour of A are 

above two to one. 

VII. 

If A has the Hand and two Games to 
one, the Odds are about eleven to four. 

VIII. 

If B has the Hand, when A is two 
Games to one, the Odds in favour of A 
is about nine to five. 

IX. 

If A is one Game Love, and elder 
Hand, the Odds in Favour of A is about 
feventeen to {even. 

X. 

If A is one Game Love, and youngei 
Hand; the Odds in Favour of A is abou 



two to one. 



CHAP 
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CHAP. VII. 

Laws of the Game at Piquet. 

I. 




If the elder Hand takes in one of the 
three Cards which belongs to the younger 
Hand, he lofes the Game. 

III. 



If the elder Hand, in taking his five 
Cards, fhould happen to turn up a Card 

belonging to the younger Hand, he is to 
reckon nothing that Deal. 

IV. 

If the elder or younger Hand play 
with thirteen Cards, he counts nothing. 

V. 

If [the elder Hand has thirteen Cards 
dealt him, it is in his Option whether he 
will ftand the Deal or not ; and if he 
chufes to ftand the Deal, he is to difcover 
it, and to difcard five Cards, and to take 
in four only. 

VI. 

If the elder or younger Hand reckons 
what they have not, they count nothing. 

VII. 

j If the elder Hand touches the Q tock after 
i.henasdifcarded, hecannot alter his Difcard. 
\ VIII. 
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VIII. 

If a Card is faced, and it happens t& 
be difcovered eithenin dealing, or in the 
Stock, there muft be a new Deal, unlcfs it 
be the bottom Card. 

IX, 

If the Dealer turns up a Card in deal- 
ing, belonging to the elder Hand, it is in 
the Option of the elder Hand to have a 
new Deal. 

X. 

If the younger Hand takes in five 

Cards, it is the Lofs of the Game, unlei's 
the elder Hand has left two Cards. 

XL 

If the elder Hand calls forty-one for 

his Point, which happens to be a Quart- 
major, and it is allowed to be good, and 
only reckons four for it, and plays away, 
in this Cafe he is not intitled to count more. 

XII. 

If the elder Hand fhews a Point, or 
£>uarty ot T erce, and afks if they are good, 
and afterwards forgets to reckon any oi 
them, it bars the younger Hand from 
reckoning any of equal Value. 

XIII. 

Chartt-blanche counts firft, and c nfe 
quently faves Piques and Repiques:! 

aifo piques and repiques the Adverfary ii 

ill 
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the fame manner, as if chofe Points were 
reckoned in any other way. 

XIV. 

guarte-blancbe reckons before any thing 
elfe-, but need not be fliewn till the Ad- 
verfary has firft difcarded ; only if you 
are eldeft Hand, you mud bid the younger 
Hand to difcard for Quarte-blancbe; which 

after he has done, you Ihew your Blanche 
by counting your Cards down one after 
another. 

XV. 

You are to cut two Cards at the leaft. 

XVI. 

IF you call a Point, and do not {hew if, 
you reckon nothing for it; and the 

younger Hand may Ihew, and reckon 

his Point. 

XVII. 

If you play with eleven Cards, or fewer, 

no Penalty attends it. 

XVIII. 

If the elder Hand leaves a Card, and 
after he has taken in, he happens to put 

I to his Difcard the four Cards taken in, 
they muft remain with his Difcard, and 
i he only play with eight Cards, viz. thofe 
| added to his Difcard. 

XIX. 

If the younger Hand leaves a Card or 
Cards, and mixes it with his Difcard 

before 
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before he has fhewn it to the elder Hand, 
who is firft to tell him what he will play* 
the elder Hand is intitled to fee his whole 
Difcard. 

XX. 

If the younger Hand leaves a Card or 
Cards, and does not fee them, nor mixes 
them to his Difcard, the eldeft Hand nas 
no Right to fee them but then they 
muft remain feparate whilftthe Cards ire 
playing, and the younger Hand cannot 

look at them neither all that while. 

XXI. 

If the younger and leav».-, a. Card or 
Cards, and looks at them, ti t clcL-r Hand 
is intitled to fee them, firft G;-,ianng w nat 
Suit he vvill lead. 

XXII. 

If the Dealer deals a C r ; ^oo many 
or too few, it is in the Op ,n of the tiler 
Hand to have a new deal j but if he (lands 

the Deal, he muft leave th.ee Ca;ds for 
the younger Hand. 

XXilL 

You are, 'he fit ft Phce, to call youi 
Point-, and r you have *w- .Homes, if 
you defig'i to reckon the : . it, you ar< 
to call th it firft, ai.d a^: : ; ;. w hy youi 

firft Call. 

v\ ■ • 

You are to .i- ^..u- - r. c : \ f 
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Cinques, &c. next ; and to call the higheft, 
of them, in cafe you defign to reckon 



th cm. 



XXV. 



Shtatorze 



to three Aces, &c. if you defign to reckon 



them. 



XXVI. 



If you call a Terce, having a Quart in 
your Hand, you muft abide by your firft 
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SOME 

Rules and Observations 

for 

Playing well at CHESS. 

I. 

YO U ought to move your Pawns be- 
fore you ftir your Pieces, and after 
wards to bring out your Pieces to fuppor 
them therefore the Kings, Queens, an 
Bifhops Pawns (hould be the firft played 
in order to open your Game well. 

II. 

You are not, therefore, to play out an; 

of your Pieces early in the Game, becauf 
you thereby lofe Moves, in cafe your hi 
verfary has it in his Power, by playing 
Pawn upon them, to make them retta 
and alfo opens his Game at the ft me time 
efpecially avoid playing your Queen oui 

'till your Game is tolerably well opened 
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III. 

Avoid giving ufelefs Checks, and never 
^ive any, unlets you thereby gain fome 

Advantage, becaufe you may Jofe the 
Move if he can eicner take or drive your 
Piece away. 

IV. 

Never crowd your Game by having too 
many Pieces together, for fear of choking 
up your Pafiage fo as to hinder your ad- 
vancing or recreating your Men as Occa- 
sion may require. 

If your Game happens to be crowded, 

endeavour to free it by making Exchanges 
of Pieces or Pawns, and CallJe your King 
las foon as you conveniently can. 

VI. 

Endeavour to crowd the Adverfary's 

jGame, which is to be done thus ; when 
? plays out his Pieces before he does his 
[Pawn, you are to attack them as foon as 
iOU can with your Pawns, by which >ou 



Moves 



:rowd him. 



VII. 



Never attack the Adversary's King 
ithouc a fufficienc Force ; and if he at- 
icks your King, and you have it not in 
our Power to attack his, you are to offer 
Exchanges with him ; and if he retires, 

when 
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when you prefent a Piece to exchange, h* 

may Jofe a Move, and confequentiy y 0u 
gain an Advantage. 

VIII. 

Play your Men in fo good Guard of one 
another, that if any Man you advance be 
taken, thaadverfe Piece may alio be taker 
by that which guarded yours ; and foi 
this Purpole, be fur£ to have as many 
Gu rds to your Piece, as you lee your 
Adverfarv advances Pieces upon it \ and 
if you can, let them be of lefs Value 

than thofe he affails with. If you find 

that you can't well fupport your Piece, 
fee if by attacking one of his that is better, 
©r as good, whether you can't thereby 
fave yours. 

IX. 

« -Never make an Attack but when well 
prepared for it nor give ufelefs Checks, 
for thereby you open your Adverfary'i 
Game, and make him ready prepared tc 
pour in a ftrong Attack upon you, as foot 
as vour weak one is over. 

X. 

Never play any Man 'till you have 
examined whether you are free from Dan- 
ger by your Adverfary's lad Move ; noi 
offer to attack 'till you have confidere; 
what Harm he would be able to do yot 
by his next Moves in confequence ol 
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yGur's ; that you may prevent his Defigns, 
if hurtful, belore it be coo late. 

XI. 

When your Attack is in a profperous 
Way, never be diverted from purluing 
your Scheme (if poffible) on to giving 
him Mate, by eking any Piece, or other 
Advantage, your Adverfary may pur- 
poJciy throw in your Way, wifh the ln- 

[tent, that by your taking that Bait, he 

^ .in a Move that would make your 
iDefiRn^ifcarry. 

XII. 

When you are purfuing a well-laid At- 
;ack> but find it neceffary to force your 
# ay through your Advafary's Defence, 
,vith the Lofs of fome Pieces ; if upon 
ounting as many Moves forwards as you 
:an, you find a Profpett of Succefs, rufh 
n boldly, and lacrifice a Piece or two to 
;ain your End : Thele bold Attempts 
nake the finelt Games. 
I XIII. 

r let your Queen ftand fo before 
|our King, as that your Adverfary, by 
fringing a Rook or a Bjlhop, might 
Jitck your King jf fhe were not there, for 
|ou might hardly chance to fave her. 

XIV. 

i Let not \ our Advcrfary's Knight efpe- 
toky if du y guarded) come to check vour 

King 
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King and Queen, or your King and Rook 
or your Queen and Rook, or your twt 
Rooks at the lame time for in the tw( 



firft Ctfes, the King being forced to gi 



out of Check, the Queen 
muft be loll ; and in the two iaft Cafe? 
a Rook muft be loft, at belt for a worf 

Piece. 

XV. 

Take care that no guarded Pawn o 
your Adverfary's fork two of your Recti 

XVI. 

When the Kings have caftled on dif 
ferent Sides of the Board, the Adverfar 
muft advance upon the other King tb 
Pawns he has on that Side of the Board 
taking care to bring his Pieces, efpeciall 
his Queen and Rooks, to fupport them 
and the King that has caftled, is not t 
ftir his three Pawns 'till forced to it, 

XVII. 

In playing the Game, endeavour! 
have a Move, as it were in Ambufcade 

what is meant by it, is to place the Qm 
Bjftiop, or Rook behind a Pawn, or 
Piece in fuch a Manner, 
playing that Pawn, or Piece, you difcovi 
a Check upon your Adverfary's King, an 
confequentiy may often get a Piece, < 
fomc other Advantage by it. 
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xvm. 

Never guard an inferior Piece with a 
better, if you cart do ic with a Pawn, be- 
caufe that better Piece may in that cafe be, 
as it were, out of Play * for the fame Rea- 
fon, you ought not to guard a Pawn wirh 
a Piece, if you have it hi your Power to 
guard it with a Pawn. 

XIX. 

A Pawn pafied, and well fupporred, 
ofcen cods the Adverfary a Piece, And 
if you play to win the Game only, when- 
ever you have gained a Pawn, or any other 
Advantage, and are not in Danger of lofing 

the Move thereby, make as frequent 
Exchanges of Pieces as you can. 

XX. 

If you have three Pawns each upon the 
Board, and no Piece, and you have one 
of your Pawns on one Side of the Board, 
and the other two on the other Side, and 
your Adverfary's three Pawns are oppofite 
to your two Pawns, march with your 
King, as foon as you can to take his 
Pawns, and if he goes with his King to 
fupport them, go on to Queen with your 
fmgle Pawn, and if he goes to hinder him, 
fake his Pawns, and pufh the others to 

Queen : This fhews the Advantage of a 
pafs'd Pawn. 

XXL 
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XXI. 

At the latter End of a Game, each Partj 
having only three or four Pawns on dif 
ferent Sides of the Board, the Kings an 
to endeavour to gain the Move in ordei 
to win the Game. For Example ; if yoi 
bring your King oppofite to your Adver 
fary's King, with only one Houfe betweer 
you 5 you will have gain'd the Move. 

XXII. 

When your Adverfary has his King and 
one Pawn on the Board, and you havj 
your King only, you will never lofe thai 
Game, if you can bring your King to b( 

oppofice to your Adverfary's, when hei? 
immediately either before, or on one Side 
of his Pawn, and there is only one Houli 
between the Kings. 

XXIII. 

When your Adverfary has a B.fhop anc 
one Pawn on the Rook's Line, and hi 
Bifhop is not of the Colour that command 
the Corner Houfc his Pawn is going to 
and you have only your King, if you cai 
ge: into that Corner you on't lofe cha 
Game, but may win u by a Scale. 

XXIV. 

When you have greatly the Di fad van 
tage of the Game, having only you 
Qiuen left in play, and y,»ur King hap 

pens to be in the Fofuion of Stale-Mate 

kce] 
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keep giving Check to your Adverfary's 
King, always taking care not to check him 
where he can interpofe any of his Pieces 
that makes the Stale 5 fo doing, you will 
„. _aft force him to take your Queen, and 
Ithea you win the Game, by being in a 
[Stale-Mate* 

Never cover a Check with a Piece that 
Pawn pufVd upon it may take, for fear 
if only getting that Pawn for it. 

XXVI. 

Always take care that your Adverfary's 
ing has a Move, for fear of giving a 
Itale-Mate ; therefore don't crowd him 
p with your Pieces, fcaft you inadver- 
tncly give One. 




1 

^nations and Jpplicatkns of fome of tht 
foregoing Rules and Obfervatiom. 

I. 

HETHER you play the open 
Game, or the clofe Game, be fure 
!>« bring out all your Pieces into play 
Sore you begin to attack ; for if you 
H and your Adverfary does, you will 
ways attack, or be attack'd, at a great 
"advantage ; this is fo efiential, that you 

I had 
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had better forego an Advantage than de- 
viate from it ; and I may venture to pro- 
nounce, that no Perfon can ever play w || 

at this Game, that does not put this Rub 

{triftly in Practice; and don't Jet any Bodyj 
imagine, that thefe preparatory Movesarc, 
ufelefs, becaufe he does not receive an im- 
mediate Advantage from them; they arc 
juft asneceffary, as it is at Whift, '.odeil 
thirteen Cards round before you begin to 
play. In order to bring out your Pieca 
properly, I would advife to pufh on yon 

Pawns firft, and fupport them with you 

Pieces, and you will receive this Advan. 
tage from it, that your Game won't k 
crowded : I mean by this, that all yos 

Pieces will be at Liberty to play and £ 
each other, and fo co-operate tori 
obtaining your End-, and this farther! 
to be obferv'd, that either in your Attic! 
or Defence, you bring them out fo asm 

to be drove back again. 

II. 

When you have brought out all JO 
Pieces, as I have premis'd, which ! 1 
will have done very well, efpeciallyiU 



have your Choice on which S;de tool 
(which I would always advife to do, 
would then paufe awhile, and cow 

thoroughly my own and my Advert 
Game, and from his Situation, vf< 
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ferving where he is weakeft, I would not 
only take my Refolution where to caftle, 
but Iikewife where to begin my Attack ; 
and it ftands to Reafon,.you can't do it in 
a better PJace than where you are ftrongeft, 
and your Enemy weakeft. By this Method 
'tis very probable, that you will be able to 
break thiough your Adverfary's Game, 
in which Fray fome Pieces muft of courfe 
be exchanged. But now paufe again, and 
furvey both Games attentively, and don't 
let your Impetuofuy hurry you on too far 
with this firft Succefs ; and my Advice to 
you now in this critical Jun&ure (efpe- 
cuily if you fti!l find your Adverfary pretty 
ftrong) is to rally your Men again, and 
put them in good Order for a fecond or 
third Attack if needful, ftill keeping your 
Men clofe and cbnne&ed together, fo as 
. to be of Ufe to each other : For want of 
this Method, and a little Coolnefs, I have 
[often feen an almoil fure Victory fnatch'd 
I out of a Player's Hands, and a total Over- 
j throw enfue. But, if after a.11, you can't 
panctrate io far as to win the Game, ncver- 
jthclefs, by obferving thtfe Dired:ons 5 I 
(apprehend you may flill be very lure of 
jhaving a wdl-difpofcd Game ; and this 
jbrings me to the third part of the Game, 

l*hkh is the Conclusion, 

: I 2 III 
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III. 

And now that I am come to the laft 
Period of the Game, which abounds alio 
with Difficulties and Niceties j it muft be 
obferv'd, where your Pawns are ftrongeft, 
beft connected together, and neareft to 
Queen ; you muft iikewife mind how your 
Adverfary's Pawns are difpos'd, and in 
what Degree of Preferment chey are-* and 
compare thefe Things together, and if you 
find you can get to Queen before him, you 
muft proceed without Hefitation if not, 
you muft hurry on with our King to pre- 
vent him : I lpeak now, as fuppofing ail 
the Noblemen are gone ; if not they arc 
to attend your Pawns, and Iikewife to 
prevent your Adverfary from going 10 
Queen. 

Some general Rules, by way of Ccrrck 
ration and Supplement to what kai te 
already [aid. 

I. 

DON'T be too much afraid of lofiflj 
a Rook for an inferior Piece: M 
Reafon is this, altho* a Rook is better tha 

any other, except the Queen, yet it feldoi 
comes into play fo as to operate until tf 

fciid of the Game, and therefore it N 

oei 
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pens very ofcen, that 'tis better to have a 

Ids good Piece in play than a better out. 

\ I • 

When you have moved a Piece, fo that 

your Adverfary drives you away with a 
pawn, take it for granted ( generally fpeak- 
ing) that it is a bad Move, your Enemy 
gaming that double Advantage over you 
of advancing himfelf, and making you 
retire : I think this deferves Attention ; 
for ahho* the firft Move may not be much 

between equal and good Players, yet the 

Lofs of one or two more, after the firft, 

makes the Game almoft irretrievable. AJfo, 

if you defend and can recover the Move, 
or the Attack, (for they both go together) 
you are in a fair Way of winning. 

III. 

S If you make fuch a Move as that, ha- 

ving Liberty to play again, you can make 
nothing of ir, take it for granted it is an 
exceeding bad one ; for at this nice Game 
no Move can be indifferent. 

IV. 

If your Game is fuch, that you have 
farce any thing to play, 'tis your own 
Fault, either for having brought out your 
Pieces wrong, or which is worfe, not at 
ail; for if you have brought them out 

#t, you muft have Variety enough to 

play, 

LI 3 v. 
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V. 



Don't be too much afraid of doubling 

a Pawn, three Pawns together are ftrong, 
but four, that make a Square, with the 
Help of other Pieces well-manag'd, make 
an invincible Strength, and, probably, in 

time of Need, may produce you a Queen: 
On the other Side, two Pawns with an 
Interval between, are no better than ores 
and if imprudently you fhould have three 
over c.ich other in a Line, your Game 

can't be m a worfe Situation : Examine 

this on the Table, and the Truth of it 
will ftrike you. Your Bufinefs, therefore, 
is to keep your Pawns clofe cemented and 

connected together, and it muft be great 

Sirength on the other Side that muft over- 
power them. 

VI. 

When a Piece is fo attack'd as that you 

can't fave it, give it up, and beftow your 
Thoughts how to annoy your Enemy in 
ar.oihi-r Phce, whilfl: he is raking it; for 
it very often happens, that whiift your 
Adverfary is running madly after a Piece, 
you either get a Pawn or two, or fuch a 
Situation as ends in his Deftru&ion. 

VII. 

Suppofmg your Queen and another 
Piece are attacked at t&e fame time, and 

that by removing your Queen you nwj 

loft 
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lofe your Piece ; in this Cafe, if you can 

cet two Pieces in exchange for your Queen, 

I would advite you rather to do it, than 
retire ; for obftrve, 'tis the difference of 
three Pieces, which is more than the worth 
of a Queen ; befides that you keep your 
Game entire, and preferve your Situation* 
which very often is better than a Piece - 9 
nay, rather than retire, I would give my 
Queen for a Piece and a Pawn or two, 
nay, almoft for what I can get * for do 
bucobferve, amongft. good Players, this 

one thing, (to convince you this Advice is 
not bad) that when the Attack and De- 
fence is thoroughly formed, and every 

thing prepaid for the Storm, if he that 
plays firft is oblig'd by the Aft of the 
Perfon that defends to retire, it generally 
ends in the Lofs of the Game of the at- 
tacked Side. 

VIII. 

Don't aim at changing without Reafon ; 
'tis fo far from being right, that a good 
Player wi!! take thi< A'lvinraqe of jr., that 

he wji l poil yuur S.:u % \y\ ;.v.l mui.l hs 
own: But in thefe folloiviny; Cafes 'tis 
quite right when you arc Itrongtft, espe- 
cially by a Piece, then every Time you 
ch.i!;.^\ roi r Advantage increafes • this is 
fo plain it needs no Argument: Again, 

when you have playM a Piece, and your 
Adveriary oppoles one to you, change 

I 4 directly 



1 

r 
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directly, for it is plain he wants to remove 
you ; prevent him therefore, and don't 



Move 



IX. 



Every new and then I would have you 
caft up your Game, and make the Balance, 
then take your Meafures accordingly. 

X. 

At the latter End of the Game espe- 
cially, remember your King is a Capital 
Piece, and don't let him he idle ; 'tis by 

his Means, generally, you get the Move 
and the Victory. 

XI. 



Q 



and 



'tis not always neceflary in your Attack, to 

have them near your Adverfay's King; 
they do better at a diftance, can't be drove 

awav. and ore vent a Stale-Mate, 



XII. 



When 



take, and that can't efcape you, don't be 
in a hurry fee where you can make a 



Move 



leifure. 



XIII. 



'Tis not always right, to take your Ad- 
verfary's Pawn with your King, for very 
often it happens to be a Safeguard and 
Protedtionto your King. 

X1V» 
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XIV. 

When ycu can take a Man with dif- 
ferent Pieces, don't do it with the firft 
that occurs, but confider thoroughly with 
which you had beft take it. 

LAWS at CHESS. 

I. 

IF you touch your Man, you muft 
play it, and if you quit it you cannot 

recall it. 

II. 

If by Miftake, or otherwife, you play 
a falfc Move, and your Adverfary takes 
no Notice of it til] he hath playViJhis next 
Move, neither of you can recall it. 

III. 

If you mifplace your Men, and play 

two Moves, it Iieth in your Adverfary's 

Power or Choice whether he will permit 

you to begin the Game, or not. 

IV, 

If the Adverfary playeth or difcovereth 
a Check to your King, and gives no No- 
tice of it you may let him ftand fo till he 
gives Notice. 

V. 

After your King has moved, you can- 
not Caftle. 
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A Short 



T R E ATISE. 

On the GAME of 

Back-Gammon- 

CHAP. I. 

BECAUSE it is ncceffary for a Learn- 
er to know, how many Points he 
ought to throw upon the two Dice, one 
Throw with another 5 we (hall cake the 
following Method to demonftrate it. 

Example. I would know how many 
Chances there are upon two Dice ? 
The Anfwer is thirty-fix 
I would alfo know how many Points 
Acre are upon the thirty-fix Chances ? 

The 
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The Anfwer to which take as follows : 
Viz. Points. 

2 Aces ■■ 4 

2 Deuces — 8 



2 Trois 12 

Fours ■ 1 6 



2 



2 Fives 20 



2 Sixes ^4 

6 and 5 twice ■ 2 2 

6 and 4 twice - 20 

6 and 3 twice — lS * 

6 and 2 twice * 6 

6 and 1 twice *4 

5 and 4 twice 18 

5 and 3 twice *6 

5 and 2 twice — — 14 

j a di tw ce 12 

4 and 3 twice ~ -4 

4 and 2 twice ~" ' * 




4 and 1 twice — ' »° 

3 and 2 twice - 10 

3 and 1 twi:e — ° 

2 and 1 twice ■ 6 



Plintt. 

294 < 8 



Divided by 36 2 J| i 



2 9 4divMby 3 6/^estl,^J 
wn.cS it appears, rh-c l*-"^ 
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mother you may expeft to throw 8 upon 

1 Dice. 

I would know how many Changes there 
are upon 2 Dice ? 
The Anfwer is 3, which are as follows: 



1 



Chances, 

z Sixes 

2 Fives m m i 

2 Fours 1 1 

2 Trois i , X 

2 Deaces ■ ■ ■ i 
*2 Aces 1 1 

6 and 5 twice _ 2 

6 and 4 twice * 2 

6 and 3 twice » » 2 

6 and 2 twice ■ , 2 

* 6 and 1 twice > . , 2 

5 and 4 twice ■ 2 

5 and 3 twice ■ 2 
5 and 2 twice 

- S and 1 twice » 2 

4 and 3 twice - 2 

4 and 2 twice __ 2 

*4 and 1 twice - a 

3 and 1 twice — . ' 2 

*2 and 1 twice ... - _ 2 



3 and 2 twice 



36 

Becaufe a Learner may be at a Lofs to 
find out by this Table of 36 Chances, 
what are the Odds of being hit, upon a 
certain, or flat Die, let him take the fol- 



lowing Method. 
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Example. To know the Odds of being 

hit upon an Ace ? 

Look in the Table, where, you will 

find thus * marked, 

*2 Aces — ■ 1 

*6 and 1 twice — 2 

*5 and 1 twice — — 2 

*4 and 1 twice 2 

*3 and 1 twice 

*i and 1 ■ — 2 

Total 11 



Which deduced from 36 

The Remainder is 25 
By this Method it appears, that it is 

25 to 11 againft hitting an Ace, upon a 

certain, or flat Die. - 



r J 



The like Method may be taken with any other flat Die, as you have 
feen with the Ace. 

I would know what arc the Odds of entering a Man upon i, 2, 3, 
4, or 5 Points ? 

Anfwer* Reduced. 

for. agt. for. agt. 

about 4 to 9 

5 4 

3 1 
8 1 

35 1 



upon 1 Point is 11 to 25 -j or 
upon 2 Points 20 16 

To enter it I upon 3 Points 27 9 

upon 3 Points 32 4 

upon 5 Points 35 1 



I would know what are the Odds pf hitting, 
Reach oi a linglc Die ? 



slnfwer. 



for. 



agt 



upon i is ii to 25^ or at 

upon 2 



To hW u P° n 3 



12 

upon 4 is 

15 
17 



upon 5 
upon 6 



24 
22 
21 
21 

*9 



OO 

with any Chance, in the cn 



Reduced. ^ 

jor. agt. ^ 

SB 

OUt 4 tO Q W 

1 2 H 

2 3 

5 7 § 

5 7 * 



0» 



I would know what are the Odds of hitting with double Dice ? which 
are as follows : 



Anfwer. 



To hie 



Reduced. 



for. agl. for. agt. 

upon 7 is 6 to 30^ or about 1 to 5 

J upon 8 6 30 J 15 

] upon 9 5 3 1 I 16 

J upon 10 3 33[ 1 11 

upon ir 2 34 1 1 l 7 

L upon 12 (or 26'sJ 1 36 J i 35 
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To exp!a : n further to a Learner how 
fo make ufe of the Table of 36 Chances, 
when at a Lofs to find the Odds of being 
hit upon any certain, or flat Die, this 



w 



fecond Example is here added to (he 
how to find by that Table the Odds of 
being hit upon a 6. 

2 Sixes — — 1 

2 Trois — — — 1 

2 Deuces — ^— — 1 

6 and 5 twice — 2 

6 and 4 twice 2 

6 and 3 twice 1 * 

6 and 2 twice ■ 2 

6 and 1 twice ■ ■ 2 

5 and 1 twice ■ 2 

4. and 2 twice ■ 2 



17 

Which deduced from 36 

The Remainder is — 19. 
By the foregoing Example it is evident, 
that it is 19 to 17 againft being hit upon 

a 6. 

The Odds of 2 Love is about 5 to 2. 
and of 2 to 1 is 2 1 

and of 1 Love is 3 2 

CHAP 
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CHAP. II. 

I. 



F you play 3 up at Back-Gammon % 

your principal View, in the firft place, 



1 

is, either to fecure your own, or your Ad- 

verfary's Cinq. Point-, when that is ef- 
fected, you may play a puftiing Game, 
and endeavour to gammon your Adver- 

fary. 

II. 

The next beft Point (after you have 
gain'd your Cinq. Point) is to make 

your Barr Point, thereby preventing your 
Adverfary's running with 2 Sixes. 

HI. 

After you have proceeded thus far, you 
are, in the next place, to prefer the 
making your §*uatre Point in your own 



Tables, rather than the Quatrt Point out 
of diem. 

IV. 

Having gained thefe Points, you have 

a fair Chance to gammon your Adver- 
sary, if he is very forward : For, fuppofe 
his Tables are broke at home, it will be 
then your Jntereft to open your Barr Point, 
and to oblige him to come out of your 
Tables with a 6 ; and having your Men 
fpread, you not only may catch that Man 

which 
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which your Adverfary brings out of your 
Tables, but you will alfo have a Proba- 
bility of taking up the Man left in your 
Tables, (upon Suppofition that he had 

two Men there.; And fuppofe he (hould 
have a Blot at home, it will then be your 
Intereft not to make up your Tables- 5 be- 
caufe, if he fhould enter upon a Blot, 
which you are to make for the Purpofe, 
you will have a Probability of getting 
third Man ; which, if accomplifhed, wi 
give you, at lead, 4 to 1 of the Gam- 
mon •, whereas, if you have only twoci 
his Men up, the Odds is in his Favour 
that you do not gammon him. 

V. 

If you play for a Hit only, 1 or 2 
Men taken up of your Adverfary's, 
makes it furer than a greater Number, 

provided that your Tables are made up. 

VI. 

Directions bow to carry your I'm 

home. 

When you carry your Men home, in or- 
der to lofe no Point, you are to carry the 
mod diftanc Man to your Adverfary: 
Barr Point, that being the firft^ Stage 
you are to place it on ; the next Stage ii 
6 Points farther, viz. in the Place where 
vour Adverfary's 5 Men are firft placed 
out of his Tables ; the next Stage is upor 

the 
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the fix Point in your Tables. This Me- 
thod is to be purfued ciJ] al! your Men 

are brought home, except 2, when, by 

lofmg a x'oinr, you may often faveyour 
Gammon, by putting it in the Power of 
2 Fives, or 2 Fours to Hive it. 

VII. 

If you play to win a Hit only, you 
are to endeavour to gain either your own 
or your Adversary's Cinque Point ^ and 
if that fails, by your being hit by your 
Adversary, and you find that he is for- 
warder than you, in that Cafe, you muft 

throw more Men into his Tables. The 
manner of doing it is thus : Put a Man 
upon your Cinque or Barr-Pc : nt, and if 
your Adverfary negltds to hit it, you 
may then gain a forward Game inftead 
of a back Game but if he hits you, you 
muft play for a back Game, and then the 
greater Number of Men which are taken 
up, makes your Game the better, becaulb 
you will, by that Means, preferve your 
Game at horn.* 5 and you muft then al- 
ways endeavour to gain both your Adver- 
sary's Ace and Trois Points, or his Ace 
and Deuce Points, and take Care to keep 
3 Men upon his Ace Point, that, if you 
chance to hit him from thence, that Point 
may remain flill fecure to you. 



VII. 
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VIII. 



At the Beginning of a Set do not play 
For a back Game 5 becaufe by fo doing, 
you would play to a great Difadvantage, 
running the Rifk of a Gammon to wij 
a fingle Hit, 




CHAP. III. 

Direct ions for playing at fet ting out 
the 36 Chances of Dice, when you art 
to play for a Gammon \ or for a jinglt 



Hit. 



T 



I. 



WO Aces, to be played on your 
Cinq- Point, and Barr-Point, for a 

Gammon, or for a Hit. 

II. 

Two Sixes, to be played on your Ad- 
verfary's Bar r- Point, and on your own 

Barr-Point, for a Gammon, or for a 
Hit. 

III. 

* Two Trois ; two to be played on 

your Cinq-point, and the other two on 
your Trois Point in your own Tables, 

for a Gammon only. 

t Two Deuces, to be played on your 

Quatrc 
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Quatre Point in your own Tables, and 
two to be brought over from the five Men 
placed in your Adverfary's Tables, for a 

Gammon only. 

" % Two Fours, to be brought over from 
the five Men placed in your Adverfary*s 
Tables, and to be put upon the Cinq. Point 
1 in vour own Tables, for a Gammon only. 

VI. 

Two Fives, to be brought over from 
the five Men placed in your AdverfaryV 
Tables, and to be put on the Trois Point 
in your own Tables, for a Gammon, or 

for a Hit. 

VII. 

Size Ace, you are to take your Barr 
Point, for a Gammon, or for a Hit. 

VIII. 

Size Deuce, a Man to be brought from 
the five Men placed in your Adverfary's 
Tables, and to be placed on the Cinq, " 

Point in your own Tables, for a Gammon, 
5>rfor a Hit. 

Six and three, a Man to be brought from 
'our Adverfary's Ace Point, as far as he 
rill go, for a Gammon, or for a Hit. 

Six and four, a Man to be brought from 

K your 
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your Advcrftry's Ace-point, as far as k 

will go, for a Gammon, or for a Hit. 

XL 

Six and Five, a Man to be carried from 
your Adverfary's Ace- point as far as he 

can go, for a Gammon, or for a Hit 

Xli. 

Cinq, and Quatre, a Man to be carry'd 

from your Adverfary's Ace-point, as far 
as he can go, for a Gammon, or for a 

Hit. 

XIII, 

Cinq. Troi?, to make the Trois-poinc 
in your Tabic, for a Gammon, or for a 

Hit. 

XIV. 

Cinq. Deuce, to play two Men from 
the 5 placed in your Adverfary's Tables, 

for a Gammon, or for a Hit. 

XV. 

* Cinq. Ace, to bring one Man from 

the five placed in your Ad verfary's Ta- 
bles for the Cinq, and to play one Mar 

down on the Cinq. Point in your owr 
Tables for the Ace, for a Gammon only, 

XVI. 

Quatre Trois 5 two Men to be brough 
from the five placed in your Adverfary 5 

Tables, for a Gammon, or for a Hit. 

XVII. 

Quatre Deuce, to make the Quatr 

Foil 



the Game of Bacr-Gammon. 195 

point in your own Tables, for a Gammon* 
or for a Hie. 

XVIII. 

f Quatre Ace, to play a Man from the 
5 placed in your Adverfary's Tables for 
the Quatre, and for the Ace, co play a 
Man down upon the Cinq. Point in your 
own Tables* for a Gammon only* 

XIX. 

Trois Deuce, two Men to be brought 

from the five placed in your Adverlary's 
Tables, for a Gammon onlv, 

. XX. 

[ Trois Ace, to make the Cinq. Point irt 
your own Tables, for a Gammon, or fof 

a Hit. 

XXL 

* Deuce Ace, to pky one Man from 
the five Men placed in your Adversary's 
Tables for the Deuce \ and for the Ace, 
to play a Mm down upon the Cinq. Point 
in your own Tables, for a Gammon only* 

Directions how to flay the Chances thai 
art marked thus (*j when you art only 



t: flay for a Hit. 



I. 



TWO Trois, two of them are to be 
* played on your Cinq. Point in yout 

K 2 own 
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own Tables, and with the other Two you 
are to take the Quatre Point in your Ad- 

verlary's Tables. 

II. 

•f Two Deuces, two of them are to be 
played on your Quatre Point in your own 
Tables, and with the other two you are 
to take the Trois Point in your Adver- 
fary's Tables. 

The two foregoing Cafes are to be 
played in this manner, for this Reafon, 
viz. That thereby you avoid being {hut 
up in your Adverfary's Tables, and have 
the Chance of throwing high Doublets 
to win the Hit. 

III. 

* Two Fours, two of them are to take 

your Adverfary's Cinq, Point in his Ta- 
bles ; and for the other two, two Men 
are to be brought from the five placed in 
your Adverfary's Tables. 

IV. 

1, * Cinq. Ace, play the Cinq, from 

the five Men placed in your Adverfary's 
Tables, and play the Ace from your Ad- 
versary's Ace Point. 

V. 

* * Quatre Ace, play the Quatre From 

me five Men placed in your Adverfary's 

Tables, and play the Ace from the Men 

or your Advcrfarv's Ace Point. 

7 VI. 
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VI. 

3, * Deuce Ace, play the Deuce from 
the five Men placed in your AJveifary's 
Tables, and play the Ace from your Ad- 

verfary's Ace Point. 

N. B. The three hi ft Chances are playM 
in this manner, for the following Reafbn : 
By laying an \cc down in your Adver- 
jary's Tables, you have a Probability of 
throwing Deuce Ace, Trois Deuce, Qua- 
ere Trois, or Size Cinq, in two or ihrtc 
Throws j in any of which Cafes you are 
to take a Point, which juives you vaftly 
the better of the [lie. 

You may obierve, by the D>ct5lions 
given in this Chapter, that you are to play 
9 Chances out of the 36 in a different 
manner for a fingle Hit, to what you 

would do when playing for a Gammon. 

In this, and the foregoing Chapter, 
plain Diredlions are given, how, at . Jet- 
ting out, to play all the Chances on the 
Dice, either for a Gammon, or a fingle 
Hit; but it is impoffible to give full In- 
ftruflions for the whole Progrcfs of the 
Game ; all that can be done towards help- 
ing a Learner, is to communicate fome Ob- 
fixations, Hints^ and Cautions* which if 
attended to, may be of Ufe to him. 



K 3 CHAP, 
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CHAP. V. 

Observations, Hints, and Cau- 
tions, are to $e attended to* 

I. 

TYY the Direftions given to play for a 

-£/ Gammon, you arc voluntarily to 

make fome Blots, the Odds being in your 
Favour, that they are not hit ; but, fliouid 
it fo happen, that any B!ot is hit, as in 
t^is Cafe you will have three Men in your 
Adverfary's Tables, you muft then en- 
deavour to fecure your Adverfary's Cinq, 

Quatre, or Trois Point, to prevent a 
Gammon, and muft be very cautious how 
you fuffer your Adverfary to take up a 
fourth Man. 

II. 

*Take care not to crowd your Game at 
any time, if poflible. What is meant by 
crowding a Game, is the putting many 
Men either upon your Trois or Deuce 
Point in your own Tables which is, in 
effeft, loofing of thole Men, not having 
them in Play. 

Befides, by crowding your Game, t( 

attempt to fave a Gammon, you areofo 

"gammoned 
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gammoned ; becaufe when your Adver- 
sary finds your Game open, by being 
crowded in your own Tables, he may 
then Dlay his Game as he thinks fit. 
r III. 
By Recourfe had to the Calculations, 
you may know what are the Odds of 

your entering a fmgie Man upon any 
certain Number of Points, and by that 
means you may play your Game accord- 
ingly. 

67 IV. 

If you are obliged to leave a Blot, by 
Recourfe had to the Calculations for hit- 
ting it, you will find the Chances for and 
againft you; and confequently you will 

be enabled to judge how to play your 
Game to the greateft Advantage. 

V. 

Ycu will alfo find by the Calculations, 
the Odds for andagainft you, upon being 
hit by double Dice, and confequenrly you 
will have it in your Power to chufe fuch 
a Method of Play as is mod to your 

Advantage. 

VI. 

If it is neceflary to make a Run in or- 
der to win a Hie, and you would know 
to a Point which is forwardeft, your Ad- 
verfary or you, take the following Method: 

Begin with reckoning how many Points 

K 4 you 
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you muft have to bring home to your 
Size Point in your own Tables, the Man 
fh.u is at the greateft Diftance from it, 
and do the like by every other Man that 
is abroad ^ when the Numbers of thole 
Abfentees are fu aimed up, add to tlum 
the following Numbers for thofe ahead j 
in your own Tables, (fuppofing the Men 
rhat were abroad as on your Size Point for 

bearing) namely, fix for every Man en 
the Size Point, five for every Man on 
the Cinque Point, four for every M.:n on 
the Quatre Point, three for every Man on 
the Trois point, two for every Man on the 
Deuce Point, and one for every Man on 
your Ace Point. Do the like to your Ad- 
verfary's Game, and then you will know 
which of you is forwardeft, and likelieft 

to win the Hit. 
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CHAP. VI. 

Obfervations and Dtrettions for a Learn- 
er that has made fame Progrefs at 
Back-Gammon ; particular Direc- 
tions for bearing their Men. 

I. 

F your Adverfary is greatly before you, 

never play a Man from your Quaere, 

Trois, or Deuce Points, in order to bear 
that Man from the Point where you put 
it, becaufe that nothing but high Doublets 
can give you any Chance for the Hit ; 
therefore, inftead of playing a.n Ace or 
a Deuce from any of the aforefaid Points, 
always play them from your Size or high- 
eft Point; by which means you will find, 
that throwing two fives, or two fours, will, 

upon having eafed your Size and Cinque 
Points, be of great Advantage to you: 
Whereas, had your Size Point remained 
loaded, you muft, perhaps, be obliged to 
play at length thofe Fives, and Fours. 

II. 

Whenever you have taken up two of 
your Adverfary's Men, and that you hap- 

K 5 pen 
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pen to have two, three, or more Points 
made in your own Tables, never fail fp read- 
ing your Men, in order either to cake a 
new Point in your Tables, or to be 
ready to hit the Man your Adverfary 
may happen to enter. As foon as he en- 
ters one of his Men, you are to compare 
his Game with your's ; and if you find 
your Game equal to his, or better, never 
fail taking his Man up, if you can, be- 
caufe it is 25 to 11 againft his hitting you \ 
which Chance, being fo much in you: 
Favour, you ought always to run that 
Rifk, when you have already two of his 
Men up. 

There is this Exception to this Rule, 
that if you play for a fingle Hit only, and 
that your playing that Throw otherwife, 
gives you a better Chance for the Hit, you 
ought not to take up that Man. 

III. 

Never be deterred from taking up any 
one Man of your Adverfary's by the Ap- 
prehenfion of his hitting you with double 
Dice, becaufe the faireft Probability your 
Adverfary has of hitting you, is five to 

one againft him. 

IV. 

If you ftiould happen to have fi« 

Points in your Tables, and to have taker 

»1 
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up one of your Adverfary's Men, and are 
obliged to leave a Blot out of your Tables, 
take care, if it is in your Power, rather to 
leave it upon Doublets, than any other 
Chance, becaufe Doublets are 35 to 1 
againft his hitting you, and any other 
Chance is but 17 to 1 againft him. 



V, 



Men 



Tables are better for a Hit, than any 
greater Number, provided your Game is 
forwardetl, becaufe his having three or 
more Men in your Tables, gives him 
more Chances to hit vou. than if he had 



Men 



If you are to leave a Blot, upon your 

entering of a Man in your Adverfary'a 
Tables, or otherwife, and have it in your 
Choice to leave it upon what Point you 
pleafe, always chufe that which is the moft 

diiadva.ntageous to him. To illuftrate 
this by an Example, let us fuppofe it is 
his Intereft to hit you or take you up as 
foon as you enter, in that Cafe yauareto 
leave the Blot upon his lowed Point that 
is to fay, upon his Deuce Point, rather than 
upon his Trois Poinr, or upon his Trois 



Q 



Q 

Point preferable to his 

K 6 Cinque- 
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Cinque-point, becaufe, (as has been men- 
tioned before) all the Men your Adverfary 
plays upon his Trois, or his Deuce-points, 
are deemed as loft, being in a great Mea- 
fure out of Play, thofe Men not having it 
in their Power to make his Cinque-point, 
and confequently his Game will be crowd- 
ed there and open elfewhere, whereby you 
will be able alfo much to annoy him. 

VII. 

To prevent your Adverfary frona bear- 
ing his Men to the greateft Advantage, 

when you are running to fave your Gam- 
mon - 9 as, for inltance, fuppofe you fhould 
have two Men upon his Ace-point, and 
fcveral other Men abroad, tho' you fhould 
lofe one Point or two in putting your Men 

into your Tables, yet it is your Intereft to 
leave a Man upon your Adverfary's Ace- 
point, which will have this Confequence, 
that it will prevent his bearing his Men to 
his grtated Advantage, and will alfo give 
you the Chance of his making a Bloi, 
which you may chance to hit. But if, 
upon a Calculation, you find that you 
have a Throw, or a Probability of faving 
your Gammon, never wait for a Blot, be- 

caufc the Odds are greatly againft hitting 
it. 



e ii a p. 
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CHAP. VII. 

Cafes j put by way of Examples* to /hew bow 
to calculate the Odds offaving or winning 
a Gammon. 

I. 

SUPPOSE your Tables are made up, 
and that you have taken up one of 
your Adverfary's Men ; and fuppofe your 
Adverfary has fomany Men abroad as re- 
quire three Throws to put them in his 

Tables ; 

$uery 9 Whether you have the better of 

a Gammon, or not ? 

Jnfwer, It is about an equal Wager 
that vou Gammon him, 

4 

Becaufe, in all Probability, you will 
have bore two Men before you open your 

Tables, and when you bear the third Man, 
you will be obliged to open your Size 
or Cinque-point ; in that Cafe it is pro* 
bable, that your Adverfary muft take 
two Throws before he enters his Man in 
your Tables, and two Throws more be- 
fore he puts that Man into his own Ta- 
bles, and three Throws more to put into 
his own Tables the Men which he has 

abroad, which in all make feven Throws : 

And 



w 
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And as you have twelve Men to bear, 
which probably will take feven Throws 
in bearing, becaufe you may twice be 
obliged to make an Ace, or a Deuce, 
before you can bear all your Men, 

N. B. No mention is made of Dou- 
blets of either Side, that Event being equal 
to each Party. 

The foregoing Cafe being duly atten- 
ded to, ihews it is in your Power to cal- 
culate very nearly the Odds of faving or 
winning a Gammon upon mod Oc* 



cafions. 



II. 



Suppefe I have three Men upon my 
Adversary's Ace-point, and five Points in 
my Tables, and that my Adverfary has 
all his Men in his Tables, three upon 
each of his five higheft Points ; 

Query \ Whether the Probability is for 

his gammoning me, or not I 

Anfwer. Points* 

For his bearing 3 Men from his 6 Point, is it 

from his 5 Point, - 15 
from his 4 Peine, - 12 

from his 3 Pointy - *9 
from his 2 Point, - 6 

Total, - . - 60 



To 
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To bring my 3 Men from my 
Adversary's Ace Point, to my 
Size Point in my Tables, be- 
ing for each 18 Points, make 

The Remainder is 6 

And as befides the fix Points in your 

Favour, there is a further Confideration 
to be added for you, which is, that your 

Adverfary may make one or two Blots 
in bearing, as is frequently the Cafe : You 
fee by this Calculation, that you have 

greatly the better of the Probability of 
laving your Gammon. 

N. B. This Cafe is fuppofed upon an 
Equality of throwing. 

HI. 

Suppofe I lead two Blots, either of 
which cannot be hit but by double Dice, 
to hit the one that Caft muft be eight, and 
to hit the other it muft be nine » by which 
means my Adverfary has only one Dye 
to hit either of them. 

Query, What are the Odds of his hit- 
ting either of thefe Blots ? 

Anfwer, 

The Chances on two Dice are in all, 36. 



The 
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6 and 2 twice, - 2 




The Chances \ 5 and 3 twice, 

to hit 8 are, 1 2 Deuces. - 



2 



- • 1 
2 Fours, - - . . j 



The Chances f 6 anc ! 3 twice > 




to hit o are i 5 and 4 twice ' ' " 2 

to nit 9 are, ^ 2 Tro ^ _ 



Total Chances for hitting, - 



- n 



Remain Chances for not hitting, 25 



So that it is 2 5 to 11 that he will not 
hit either of thole Blots. 

IV. 

To give another Example, let us fup- 
pofe that I leave two other Blots than the 
former, which cannot be hie but by dou« 
bJe Dice, the one muft be hit by eight, 

and the other by feven, 

Queiy, What are the Odds of my Ad- 
veifary's hitting either of the»i* Blots? 

Anfwer. 

The Chances on two Dice are in all, 36 

C6 and 2 twice, - • 2 
The Chances J 5 and 3 twice, - - 2 
to hit 8 are, j two Fours, - • - 1 



£two Deuces, 



1 



The 
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M f 6 and 1 twice, - 2 

1 he Chances) ^ an( j 2 twice, - - 2 



t0 hit 7 are > 4 and 3 twice, - 



- 2 



Total Chance for hitting, - - 12 
ixemain Chances for not hitting, 24 

* 

Therefore it is two to one, that I am 
not hit. 

The like Method is to be taken with 

three, four, or five Blots upon double 
Dice ; or with Blots made upon double 
and fingle Dice at the fame time ; you are 
then only to find out (by the Table of 
]b Chances; how many there are to hit 
any of thofe Blots, and add all together 
in one Sum, which fubftra<5t from the 
Number 36, which is the whole of the 
Chances upon two Dice : So doing re- 

folvesany Queftion required. 

V. 

The following Cafes are to fhew.a way 
»f calculating, which may be called a 
mechanical way of folving of Queftions 
of the like Nature, 

I would know what are the Odds of 
throwing 7 twice, before 10 once ? 

Anfwer. 

ft is 5 to 4 that 10 is thrown once before 

7 
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7 is thrown twice, which is dcmonftrated, 
as follows : 

Suppofe the Stake depending rs nine 

Pounds, mv firft Throw entitles me to 
have one third Part of that Money, be 
caufe 7 has fix Chances for it, and lohas 
but three Chinees, and therefore it is two 



to one. 



For the firft Throw - - - - 3 0 c 

Having taken 3/. out of the 9/. 
for the firft Throw, the Re- 
mainder is 61. cut of which a 
third Part is to be taken for the 



fecond Throw, 



200 



The Total is, 500 
Remains, 400 



The whole Stake is, 9 0 0 



VI. 



I would know what are the Odds of en- 
tering a Man upon any certain Poinnn 

i-u/n Throws ? 



Anfr 



Suppofe 36 Shillings is the whole Stake 

depending, I would know what B j 
Share of that Stake, having laid 18 

lings that I enter into two Throws B 

the 8 Calculations in the Table^of | 
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Chances, it is found that I have 1 1 Chances 
out of rhe 36 for entering the firft Throw, 
[or which therefore I am entitled to 1 1 
out of the 36 Shillings. 

j. J. 

The Stake is, — — 36 o 
For the firft Throw, 1 1 q 

Remains, — 25 o 

The Remainder, being 25 Shil- 
lings, is to be divided into 36 

equal Parts, of which I am en- 
titled to eleven of thofe Parts, 
which makes ys. 7 J. f for the 

fecond Throw, - - 7 7 \ 

Adding this to the -other 1 1 Shil- 
ling, makes my Share of the 
Stake to be, - - - - - 18 7 J 

Then my Adverfary's Share v/ill 



17 4* 

Total of the Stake. 36 o 



Therefore it is very nearly 15 to 14 in 
favour o\ entering a Man upon any certain 
Vomt in two Throws. 

CHAP. 
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CHAP. VIII. 

Critical Cafes for a Back-game. 

J. 

E T us fuppofe ^. plays the Fore- 
Game, and that all his Men art placed 

in the ufual Manner. 

For B's Game let as fuppofe, that 14 
of his Men are placed upon his Adver- 
sary's Ace Poinr, and 1 Man upon his Ad- 

verfary's Deuce Point, and that 5. is to 
throw. 

f>uerv 9 Which Game is likelieft to win 
the Hie'? 

Anfaer, /Ps is the bed by Goid to Sil- 
ver, or 21 foi\ to 20 againft \ becaufe, it 
£. miffes an Ace to take his Adverfcry'i 
Deuce-point, which is 25 to 11 againft 
him, A. is, in that Cafe, to take up V\ 
Men in his Tables, either fmgly, or to 
make Points *, and if B. fecures either At 
Deuce or Trois-point, in that Cafe, A. is 
to lay as many Men down as poffible, in 
order to be hit, that thereby he may get a 

Back-Game. 

When you are pretty well verfed in the 
Game of Back-Gammon, by praftifing 

this Back^Game, you will become a 

greater 
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greater Proficient in the Game than by 
any other Method, becauie it clearly de- 

monftrates the whole Power of the Back- 
Game. 

II. Back-Game. 

Let us fuppofe A. to have five Men 
placed upon his Size Point, five Men 
upon his Quatre Point, and five Men upon 
bis Deuce Point, all in his own Tables. 

And let us fuppofe B. to have three 
Men placed upon yf's Ace-point, three 
Men upon A 9 s Trois-point, and three 
Men upon A*s Cinque-point ; let B. alfo 

have three Men upon his Size-point in 
his own Tables, and three Men placed 
out of his Tables, in the ufual Manner, g 
!$uery, Who has the better of the 

Hit I 

Anfwer, It is an equal Game ; but to 
play it critically, the Difficulty lies upon 
B, who is in the firft place to endeavour 
[to gain his Cinque and Quatre-points in 
his own Tables, and when thai: isefFefled, 
he is to play two Men from J 9 s Cinque 
Port, in order to oblige his Adverfary 
to blot, by throwing an Ace, which if B. 
pits, he will have the faireft Probability 
•f winning the Hit. 



III. 
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III. Baek-Gamc, 
Suppofe A. has three Men upon B's 

Ace-point, and three Men upon ZTs Deuce 
Point, alfo three Men upon his bize- point 

in his own Tables, and three Men upon 

his ufual Point out of his Tables, and 
three Men where his five Men an? ufually 
placed in his Adverfary's Tables. 

And let us fuppofe B. has his Men 
placed in the fame Manner, both in his 
own and his Adverfaiy*s Tables, with 
this Difference only, viz. inftead of having 
three Men put upon A*s Deuce-point, let 
him. have three Men upon A's Trois-point. 

%<ry, Who has the beft of the Kit? 

stiver, A. becaufe the Ace and Trois 
Point are not fo good for a Hit, as the 
Ace and Deuce points in your Adver- 

fary'sTables, for this Reafon, becaufe when 
yeu are bearing your Men, you have the 
Deuce-point in your own Tables to pUy 
your Men upon, which often prevents 
your making a Blot, which muft happer 
ctherwife to your Adverfary \ and tata 
care to lay down Men to be hit as ofter 
as you can ; in order to keep your Gam< 
backward, and for the fame Reafon avok 
hitting arvy Blots which your Adveriar] 
makes, 

IV 
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IV. 

sfs a Cafe of Curlojily and Inftrufliott. 

Let us fuppofe A. has his 1 5 Men upon 
5's Ace-point, B> is fuppofed to have his 
B.iiT-point, alio his Size, Cinque, Quaere* 
and Trois-points in his own Tables. 

Query^ How many Throws is A. likely 
to take co bring his 15 Men into his own 
Tables, and to bear them ? 

Anfwer, You may undertake to do it in 

feventy-five Throws. 

It is Odd in jfs Favour that hp throws 
anAceintwo Throws; it is alfo Odds 
in^'s Favour that he throws a Six in two 
Throws; when thefe Events happen, A* 
has a Probability of not wanting above 
two or three Throws to play, till he has 
got all his fifteen Men into his own TabJes: 
Therefore, by a former Rule laid down 
to bring your Men home, and alfo for 
bearing your Men, you may be able to 
find out the Probability of the Number 

of Throws required, Not*> B. ftands ftill* 
and does not play. 



V. 

1 
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V. 

A Cafe of Curioftty and InftruSkn. 

Where A and B. (hall play as faft as 
ufual and yet A lhall make the Hit laft, 
probably, for many Hours. 

We will fuppofe B. to have bore 13 
Men, and that A. has taken up the two 

remaining Men. 

And let us fuppofe that A. has his 15 
Men in B's Tables, viz. three Men upon 
his Size-point, three upon his Cinque- 
point, three upon his Quatre-point, three 
upon his Trois- point, two upon his Deuce- 
point, and one upon his Ace-point. 

The Method, which A. is to take, is 
this : Let him bring his 1 5 Men home, 
by always fecuring fix clofe Points, till 
B. has entered his two Men, and brought 
them upon any certain Point 5 as foon as 
B. has gained that Point, A. muft open an 
Ace, Deuce, or Trois, or all three; 
which effe&ed, B. hits one of them, and 
A. raking Care to have two or three Men 
in t>'s Tables, is ready to hit that Man; 
and alio, he being affured of taking up 
the other Ma-., has it in his Power to pro- 
long the H <. to almoft any Length, pre- 
vided he takes Care not to open 1'ucl 
Points, as two Fours, two Fives, or tvvc 

Sixes 
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Sixes, but always t9 open the Ace, Deuce, 
or Trois Points for B. to hit him. 

VI. 

I would know what are the Odds upon 
two Dice, for throwing two Sixes, two- 
Fives, or two Fours, in three Throws? 
which by mechanical Calculation, may 

be found thus: 

Anfwer, Suppofiog 36 Shillings to be 
the Stake depending, the Thrower will be 

entitled to have for his firft Throw, - 3/bil. 

which deduded out of 36, remains 
33; which divided again into 36 
Parts, make fo many Eleven Pence, 
out of which the Thrower is to have /. i* 
j for his fecond Throw, - -.29 
The Remainder, 30 Shillings and 

3 Pence, is again to be divided into 

36 Parts ; dividing the 30J. fo, 

make lb many Ten Pence, and the 
3Pence divided into fo many Parts 
makesfo manyThirds of Farthings, of 

which theThrower is to have 3 Parts s. &+ 

for his Share for his third Throw — 26^ 

Total for the Thrower, 3 S£ 
j So that it is 27/, 2d. J to 8s. %d.^ 

againft the Thrower ; which reduced into 
pe fmalleft Number, is very nearly as 
po to 3, that 2 Sixes, 2 Fives, or 2 Fours, 
not thrown in three Throws. 

L VII 

1 
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■ VII. 

BACK-GAME. 

Suppofe A. to have 2 Men upon his 
Size-point in his owa Tables, 3 Men up- 
on his ufual Point out of his Tables, 2 
Men upon the Point where his 5 Men are 
ulually placed in his Adverfary's Tables, 
5 Men upon his Adverfary's Ace-poinr, 

and 3 Men upon his Adverfary's Quatre- 
point. 

And let us fuppofe B. to have 2 Men 
upon his Size point in his own Tables, 
3 Men upon his ufual Point, out of his 
Tables, 2 Mtn upon the Point where his 
5 Men are ufually placed in his Adver- 
iary's Tables, 5 Men upon his Adver- 
iary's Ace-point, and 3 Men upon his 

Adverfary's Trois-point. 

<%uery 9 Who has the faireft Chance to 
win the Hit. 

Anfwer 9 A. has, becaufe he is to play 
either an Ace, or a Deuce from his Ad- 
verfary's Ace-point, in order to make 
both thofe Points as Occafion offers, and 
having the Quatre-point in his Adver- 
fary's Tables, he may more eafily bring 

thofe Men away, if he finds it neceffary, 
and he will alio have a refting Place by 
the Conveniency of that Point, which as 

all times in the Game will give him an 

Opportunity 
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Opportunity of runnijig for the Hit, or 
laying, if he thinks proper. Whereas 
fl. cannot fo readily come from the 
Trois Point in his Adverfary's Tables. 

CHAP. IX. 

I. 

LET us fuppofe //. and B. place their 
Men in the following manner for a 

Hit. 

Suppofe A. to have 3 Men upon his 
Size-point in his own Tables, three Men 
upon the ufual Point out of his Tables, and 
9 Men upon his Adverfary's Ace, Deuce, 
and Trois Points, 3 Men to be placed 
upon each Point 5 and fuppofe B's Men 
to be placed in his own, and in his Ad- 
verfary's Tables, in the fame Order and 
Manner. 

The Refult is, that the bed Player ought 

t- win the Hit j and the Dice are to be 
Known for, the Situation being perfectly 
equal in A 9 s and li's Game. 

If A throws firft, let him endeavour to 
gain his Adverfary's Cinque Point ; 
when that is effefted, let him lay as many 
Blots as poflible, to tempt B. to hit him ; 
for every time that B. hits them will be in 

L 2 A*% 
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A's Favour, becaufe it puts him backward; 

and let A. take up * none of jB 5 s Men for 
the fame Reafon. 

A. is always to endeavour to take Care 
to have three Men upon each of his Ad- 
verfary's Ace 2nd Deuce-points \ becaufe 
■when B. makes a Blot, thofe Points will 
remain fecure, and by Recourfe had to a 
former Cafe (Numb. V. in the former 
Chapter) when A. has bore 5, 6, or more 
Men, yet A. may fecure 6 clofe Points out 
of his Tables, in order to prevent 5. from 
getting his Man home, and by Recourfe 
had to the Calculations, he may eafily find 
out (in Cafe he makes up his Tables) who 
has the better of the Hit j and if he finds 
that B. is forwardeft, he is then to endea- 
vour to lay fuch Blots to be taken up by 
his Adverfary, as may give him a Chance 
for taking up another Man, in Cafe ft 

fhould happen to have a Blot at home. 

Thofe who play the foregoing Game 
veil, tnaj be ranked in the firft Form. 

II. 

A Cafe cf Curtqfity. 

A. and B. play at Back-Gammon, A 
has oore 13 Men and has 2 Men tobea 

upon his Deuce-point, B has 13 Meflii 
his own Tables, with two Men to cntei 
H. is to throw. — And to name the Throw 
both for himfelf and A* but not to hit 
Blot of either Side. 
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Query, What Throws is B. to name for 
both Parties, in order to fave his Gam- 
mon ? 

Jnfwer, B. calls for himfelf 2 Aces, 
which enters his 2 Men upon A's Ace 
Point. B. alfo calls 2 Aces for A. and 
confequently A. cannot either bear a. Man 
nor play one ; then B. calls for 2 Sixes, 
for himfelf, and carries one Man home 
upon his Size Point in his own Tables, 
and the other he places upon his Ad ver- 
ity's Barr-point : B. alfo calls Size-ace 
for A. fo that A. has one Man left to bear, 
and then B. calls for himfelf either 2 Sixes, 

2 Fives, or two Fours, any of which bear 
a Man, in Cafe he has Men in his own 

Tables upon thofe Points, and to fave his 
Gammon. 

III. 

The following Queflion is to be at- 
tended to, as being Critical and Inflic- 
tive. 

Suppofe that both yours and your Ad- 
verfary's Tables are made up. 

Alfo that you have 1 Man to carry 
home, but that he has 2 Men on your 

Barr-point to carry home, which lye in 
wait to catch your Man, and that if you 
pafs him you are to win the Hit. Sup- 
pofe alio that you have it in your Choice 

to run the Rilk of being hit, by 7, or by 

L 3 8, 
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8, both of which are Chances upon dou- 
ble Dice. 

Query, Which of thefe Chances is it 
belt tor' you to venture ? 

Jnfwer, That of 7, for the following 
Reafons : Fi' fi, becaufe that the Chances 
being hit by 7, or by 8, are equal. 

Secondly, If he does not hit 7, you will 
then have in your Favour 23 Chances to 
13, that by your next Throw you either 
hit him or pafs beyond him. 

Third j, In Cafe your fecond Throw 
fhouid happen to be under 7, and that 
confequenflv you cannot hit him, yet you 
may play that Caft at home, and'eonfe* 

quently leave the Blot upon double Dice. 

"Whereas, if on the contrary, you had 
made Choice of leaving the Blot upon 8, 
you would have made a bad Choice, for 

the Reafons following : - . . 

Firft, Becaufe the Chances For being 
hit by 7, or by 8, are only equal. 

Secondly, Becaufe if you mould efcape 

the being hit by 8, yet you would tnen 
have but 17 Chances in your Favour, a- 
gainft !o for either hitting him, or pal- 
fins beyond him by your next Throw. 

Thirdly* In cafe your fecond Throw 
mould happen to be Size-ace, which r 

ihort of him, you would then be oblige 



Man 



ble; 
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bles, not being able to play the fix at 
home, and confequently to leave a Blot 
to be hie by a fingle (or flat) Dye \ which 
Event, upon Suppofition that you play 
for iS Shillings a Game, it would entitle 

him to 1 1 Shillings of the whole Stake 

depending. 

The LAWS of Back-Gammon. 

i/.T F you take a Man from any Point, 
A that Man muft be played 5 the fame 

muft be done if 2 Men are taken from it. 

id, You are not underftood to have 
played any Man, till you have placed him 
upon a Point and quitted him. 

3^, If you play with 15 Men only, 
there is no. Penalty attending it, becaufe 
by playing with a leffer Number than 
you are entitled to, you play to a Dis- 
advantage, by not having the additional 
Man to take up your Tables. 

4tb 9 If you bear any Number of Men, 
before you entered a Man taken up, and 
which confequently you was obliged to 

enter, fuch Men, fo born, muft be entered 
again in your Adverfary's Tables, as well 
as the Man taken up. 
Sib. If you have miftaken your Throw, 

and played it, and if your Adverfary 

L 4 has 



224 d fi ori Treatise on &c, 

has thrown, it is not in your or his 
Choice to alter it, unlefs both Parties 
agree to it. 



End of tbc Game of Back-Gammon, 
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